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6 Seeing is Believing
Take anightmarish journey through analready nightmarish postwar world.
Ifyou have little or no sense of the bizarre, don’t read this adventure—you’ll
just end up with a migraine. Legion G. McRae

10 Terror in the Jungle (Merc: 2000)
Getting too enamored with big firepower? Tired of the usual “move in,
shoot ’em up” adventures? Try adding an element of terror to the usual
carnage of war. Adam Geibel

14 To Sleep, Perchance to Scream
Something killed every last member of the research team on Ixion. Not
some undetectable, unfilterable microbe—itwas alittie bit biggerthanthat.
Charles E. Gannon

24 Wet Navy

Part 2: Naval weapons and design sequences. Terry Mcinnes

32 Your Own Worst Enemy
A simple investigation is plagued by sudden ambushes, evil dreams and
brutal killings. Lester Smith

42 Master Race
A clandestine organization thinks it has found a new way to fight the
Kafers. Craig Sheeley

48 City of Death

Andryn’s prince once commitied an abomination so heinous that the gods
caused the canal to cease flowing and placed the sign of death upon the
city. Now Andryn is abandoned, silent and covered over by sand—and the
archaeologists studying the ruins have disappeared. James L. Cambias
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58 A Dark and Cyber Night
Walking the streets of Seatile is always dangerous—all soris of folks out
there would like to ruin your day. But on some occasions, like Halloween,
the especially nasty types come out—like ghosts, vampires, zombies,
nuggoths and werewolves.

Eric W. Haddock

64 It Came From Cyberspace
to parity errors and system crashes. Now imagine all these things happen-

ing inside your brain.
Marcus L. Rowland

Deep Trouble

A rare book is stolen from the private collection of C. Arthur Locke. The
entire population of Rockport, Massachusetts vanishes without a trace. A
cargo freighter loses radio contact during heavy storns and is presumed
sunk. Then things really get weird.

Dan Snuffin

4 Ghosts in the Machines L - '
Carson spotted Danto’s 'Mech over by some wreckage. It was upright, but Page 14
had some serious damage o its torsos and head. { could see Danio’s body
sprawled in the wreckage of his cockpit. Then the 'Mech started walking
toward us, jerking like a zombie, with Danto’s body swaying in the broken
cockpit. Things were bad, and they would only get worse.

Michael C. LaBossiere y S
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Have you ever dreamed of becoming a
game designer?

I'm going to tell you how.

What I'm about to say will work whether
your dream is simply to get a boardgame
or adventure published, or you want to
land a job with a game company.

The secret is very simple: Write maga-
zine articles.

I know you can do it; virtually every
gamer I've ever met has an idea for an
adventure, or a boardgame, or a rule for
one game or another. All of those things
have great potential as magazine articles.

What's more, game magazines have a
continual need for new pieces, and they
ALL take submissions from newcomers.
Infact, itis probably easierto sell an article
inthe game industry than in any othertype
of publishing. And you're more likely to get
a personalized response too.

Don't think your articles have to be
perfectprose, either. If you're worried about
your writing, don'’t be. That's why compa-
nies have editorial staffs. Don't worry that
your idea isn't interesting enough. If you
think it's interesting, other readers will too.

When selling an article to a magazine,
you gain more than you may realize. The
pay is nice, of course (and you can use it
to buy more games!), but you also learn
what it takes to get a piece done, which will
give you a better idea of the work involved
in writing modules or designing games.

More imponrtantly, by selling articles,
you begin to build a rapport with publish-
ers, and your reputation grows.

Gaining rapport means that you learn
what publishers are most interested in,
and how they like to have things done. As
a result, your writing becomes increas-
ingly more valuable to them.

As yourreputation grows, you'll begin to
hear others talk about your work. You'll
read their letters to the editor and catch
them discussing your article at your local
game store. And that's a good feeling.

Butwhat's more, you can begin to bank
onyourgrowing reputation to land module
contracts, or even a full-time job.

That's how lots of current designers got
started. It can work for you, too.

Lester Smith
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MORE MAPS

I read Loren Wiseman’s article "How
To: Obtain Maps for Gaming” in Chal-
lenge 49 and found it very interesting
and useful.

Another source of maps | would rec-
ommend is Map Link. Their catalog has
maps of every country on earth, and
they have a lot of city maps.

-1 don't know the cost of the catalog; |
suggest that anyone interested send a
SASEto: MapLink, 25 E. Mason, Santa
Barbara, CA 93101.

Jonathan Gjessing
St. Thomas, Vi

THANKZ BOYZ

| have been pleased to see that your
magazine gives a good range of cover-
age to a variety of disparate SF gaming
systems.

Specifically, you have printed sce-
narios for the miniatures game War-
hammer 40,000.

This is extremely helpful to those of
us who play the game but who have no
place to turn for good scenario/adven-
ture ideas as White Dwarf typically
does not publish scenariosforthis game
(merely new rules and artwork), and
few Americanmagazines see fitto cover
anything but their own games.

Jim Foster
Mission, KS

DARK CONSPIRACY

| wanted to let you know how well
Dark Conspiracy is selling for us. It’s
super! Mind you it's not doing as well
as the Desert Shield Factbook, but it
has to be our best-selling single item
since Origins. Which naturally makes
me rather pleased.

Three different groups have really
taken to the game, and we expect that
two of themwill run it in-store, while the
other runs games at the home of one of
the players. | suspect that we will con-
tinue to do weli with this type of activity.

The customers who have purchased
the book have only good things to say
about it.

The store staff has been making sure
thateveryonewithroleplayinginterests
sees the book, with particular attention

to customers looking at Twilight: 2000
and Shadowrun.

Customers and staff have both
mentioned that Twilight: 2000 source
information already available is an
asset.

The only negative comment | have
heard is in regard to miniatures for the
system. We have shown those cus-
tomers the Future Shock miniatures,
which have picked up some.

Kevin Fitzpatrick
Games, Crafts, Hobbies & Stuff
St. Louis, MO

| just purchased Dark Conspiracy,
and | wanted to let you know | think it's
great! It actually lives up to the adver-
tising, which is amazing in and of
itself.

The artwork and presentationarein
aclass by themselves andadd alotto
the book. They are much appreciated.

While | really like the system, there
are still a few bugs. For example, the
explosive damage system couid have
been referenced better, especially for
bursts. I think this could be avoided by
a page reference or two, saying what
they are at the beginning of that sec-
tion. Or a definition. Either one would
do it.

Thanks for a great game, and |
hope to see more of it in the future.

Trey Palmer
Jackson, MS

Thanks for the comments. I'm glad
you like the game.

We triedto make everything as easy
to reference as possible, butwe’lllook
at explosions again and see what can
be done in future printings.

Have any comments on this issue?
How about gaming in general? Let-
ters from our Readers provides gam-
ers an opportunity to air their views.
The opinions presented do not neces-
sarily reflect those of the magazine.
Challenge reserves the right to edit
letters.

Write to Challenge Letters, PO Box
1646, Bloomington, IL 61702-1646
USA.
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By Legion G. McRae

he month (coincidentally) is
Qctober, 2000. Near the end
of a long day, the PCs come
across an abandoned farm-
house. They setup camp, eatameager
supper and turn in, hoping for a good
night’s rest.

One by one, they close their eyes,
comforted by a warm fire and a roof
over their heads.

One by one, they doze, lulled by the
sound of the wind against the creaking
house frame.

Onebyonethe PCsdrift offto sleep—
along with any sentries posted to keep
watch.

One by one, they all begin to dream.

GOOD NIGHT,
SLEEP TIGHT
The adventure is set just north of an
" east-west stretch of State Highway 20
in central Oregon. But it could take
place on any abandoned farm beside
any disrepaired highway in any shat-
tered country in the world.

To head off any suspicions, a few
sessions before running this adventure
the referee may want to start making
sentries check against CON once per
half hour or hour to stay awake at night.
This entire adventure takes place inthe
playercharacters’ dreams (what do you
mean, cliche?). It is imperative that the
players believe their characters are
awake all along and are experiencing
the worst night of their characters’ lives.

Once all the PCs begin to dream (or
“fo nightmare,” if you can imagine that
as a verb) roll 1D6 per PC each combat
turn. On a result of 6, a PC enters the
collective dreamscape, joining any of
his fellows already there. Any PCs who
have not yet joined the dream will ap-
pear to be asleep to those who have.
Player characters who are not “awake”
cannot be roused by their friends. They
will only make groggy “almost awake”
sounds and then fall back to sleep.

So whatif people don'tnormally share
the same dream. Stranger things have
happenad.
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A HARD DAZE NIGHT

Outside the farmhouse, the weather
has gone sour. The night sky is over-
cast, a strong wind biows through the
yard, and leaves and twigs dance in the
night air. The shuiters upstairs are clat-
tering against the house. All is dark.

Five turns after the first player char-
acter enters the dreamnscape, some-
one will glance out the window. In the
woods to the notth beyond the farm
buildings, glowing red lights are moving
through the fields. They look for all the

world like pairs of disembodied eyes.
(No, this isn’t Dark Conspiracy—Iet’s
call it Twilight Zone: 2000.)

THEAR YOU KNOCKIN

As the player characters scramble
around in the dark house, a rock sud-
denly crashes through a window, fol-
lowed by more rocks and chunks of
woodthroughotherwindows. Red lights
flash overthe front and back doors. The
PCs can hear shouts all around the
house but can't make out any words.

Then whoever, or whatever, is outside
bashes on the doors with fists and with
what sounds like rifle butts.

A human-looking hand reaches
through one window, then another, as
someone climbs in on the south side of
the house.

Out on the porches is the sound of
cocking guns....

Ifthis hasn'tdegeneratedinto a save-
your-skin firefight by now | must com-
mend your players on their nerves of
Steel.

The adventure is set just north of
an east-west streich of State High-
way 20 in ceniral Oregon.

The farm is in a sorry state of
disrepair. Junk and garbage are
strewn about—left by previous stop-
over groups and squatters who have
long since movedon. Asplit-railfence
runs alongthe highway and the drive-
way and around the farm buildings.
The driveway’s gate is splinteredand
broken—it looks like a tracked ve-
hicle ran over it.

A shed contains a few construc-
tion tools (see page 60 of Twilight:
2000). It is wood-sided, shingled,
and overgrown with tall grass and
vines.

A large barn has been gutted by
fire, afew months ago by the looks of
it. Inside is 300 square feet of corru-
gated tin siding that could be sal-
vaged if anyone so desired.

The farmhouse is a large, once-
comfortable, two-story affair with a
full basement. Broken furniture re-
mains in a few of the rooms. Some of
the windows are smashed, mostly
on the top floor. A stone chimney
runs up the north side of the building,
and a single fireplace, on the main
floor, is full of ashes.

Asizeable porchrunsthefulllength
of the front of the house on the east
side, and a smaller one graces the
back door on the west side. Both
front and back doors are intact and
still on their hinges.

To the north of the farm is a large
expanse of forest of mixed conifer-
ous and deciduous trees. Stretching
to east and west between the high-
way and the forest are what were
once fields of grain, now overgrown
with weeds.
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SOMETHING WICKED

The PCs’ assailants are killer-insane-none-is-too-many-
NPCs-from-heck called Night Creepers. They are Veteran
NPCs, wearing flak jackets and steel helmets, carrying
flashlights fitted with red filters, and armed with M16A2s with ' j / /
bayonets and four magazines. Night Creepies (uh, that's The Joumal of Ali‘ Combat Gaming
Creepers) have bone-tight, gaunt faces and hands, five o’
clock shadow, tattered combat uniforms, worn-out boots,
rusty weapons and graffiti all over their helmet covers.

The big trick (or treat) is that Night Creepers have hit
capacities like the PCs do—20 hits per hit location, not 20 \..)
totall There are two Night Creepers per PC, so the numberwill -
vary from group to group. If the PCswipe out all of them, bring A newsletter for the serious
in more! If any PCs try o escape, cut 'em down! . . . \ .
air gamer with emphasis on GDW's
YOURE GOING TO LIVE Air Superority and Air Strike
IF IT KILLS YOU .
Eventually, allthe PCsdie orbecome unconscious. As soon ° New Scenarios
as the last PC is overcome, the Night Creepers will vanish as » New Data Cards
suddenly as they appeared. ¢ Additional Rules
But surprise! Once the last of the Night Creepers disap- ® Play Articles
pears, the PCs wake up. This time, the nightmare is over, and o Plav Aids. araphics
everyone is safe and sound. Sweating buckets, but fine. y » grap ’

and much more!

EPILOGUE
Okay, the party’s over. Everybody wake up and go home.
Nothing really happened—it was all just a bad dream. So
who left the flashlight on the porch? Q

Sample Issue — $2.50 . s s
One Year (6 issues) — $12 Air Power Publications

Two Years (12 issues) — $20 P. O. Box 2582
(overseas add $2 per year) LaGrange, GA 30241

This is a sample folio adventure from Twilight Nightmares,
an adventure anthology for Twilight:2000.

Dut Time Days
a game of Time Travel in an alternate dimension

THE EXPERIENCE: OTD is a game of life on a —~.g = 7 :
||strange world. Although populated by a variety of g Youllhe fighting in an mlgclcss mmc,st zon
|| semi-humanoid races, it is nothing like the Earth /FZRWEY) ing crcalurcs Spacc Combat is almosl all ©
| | that your character left behind. Gone is the industri- { JEzi e
{1 al might of large nations. The multi-talented worker W/ ug ¥ iiic creaturc’s Psychic Scrcams o) mcnmll
Hl|is a thing of the past. Even your famed Time Jump- Y %% others, Idum,}ung Inverse Mincs that wi
| ling skills have been checked to a certain degree. N, _near your cniemy, treeing: Spores o des
||| However, you do happen to be one of the few Time nals; using Nerve Pulscs to paralyze pcsky s ut
||| Jumpers on this world, and that in itself is a major strength. .md Virally lmu.lmg yum uppumm in lhc hopx
] You'll choose one of several sects to work with, or attempt to i
| create your own from scratch, which will help set your general meth- || . pnntout of you
| |od of operation. As each new time opens, there are new discoveries to if | you in planmn
| make, new lands to chart, and new people to meet. The world awaits |f -
change, and you are the catalyst. '

|||OUT TIME DAYS is a highly interactive role-playing Play-By-Mail jj
|| game with tumns processed weekly. It has received excellent reviews, i
notably from Flagship and Paper Mayhem. Turn cost {l!
is $5.00. The game is open ended and 99% computer (!
moderated. The rulebook may be obtained for $5.00

\ (refundable with startup). A special startup is

available that gives you the rulebook, the startup i

s, turn, and five turns for only $15.00.

Dependable, weekly, error-free turns since 1984 , -
Twin Engine Gammg,[iepi 2[19 3254 Maple Leaf Ct.; San Juse, ChH 93121 :




By Adam Geibel
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| ar strips away the thin ve-
neer of civilization man
wraps around himself—

___| proving that man’s capac-
lty for cruelty is boundless. Nowhere is
this more apparentthan in the psychiat-
ric operations (psyops) game, where
terror is combined with the usual car-
nage of war.

Psyops can result in lowered Initia-
tive, frequent moral checks and drained
stamina. At worst, enemy troops may
be slightly unsettled. At best, entire
units may panic and vacate the pre-
mises. Aspectacular psyops campaign
may even result in outright revolt.

Under the guise of ancient religions
and beliefs, culturalterror, or “bad juju,”
canbe an especially effective weapon—
often more effective than modern tech-
nology. Options run from the subtle to
the blatantly obvious. Skulls or bodies

of animals or enemies mounted on
stakes along a unit's frontis crude—but
chilling. Nighttactics—such as scream-
ing, drums, whistles or bugles starting
at dusk and lasting until dawn—can be
ominous. The use of primitive weap-
ons, such as bows and arrows,
blowguns, spears or crossbows made
more lethal with quick-acting poison,
can spook the stoutest hearts, espe-
cially if the users manage to remain
unseen.

Violating strong cultural mores or re-
ligious beliefs can also be unsettling,
especially in underdeveloped areas
such as Africa, South and Central
America, Southeast Asia, parts of the
PacificBasin, the Caribbean, evensome
parts of North America and Europe.
Such tactics are most effective against
indigenoustroops, but evenwell-trained
mercenaries can become distracted.

The following Merc: 2000 miniad-
venture explores the use of primitive
terror tactics. it may be used along with
the Biafran Civil War scenario on page
100 of Merc: 2000.

MISSION BRIEFING

The Biafran/Nigerianfrontisin a low-
attrition stalemate and has been with-
out any significant actionforthe lasttwo
weeks.

QOccasional incursions by heliborne
Nigerian commando (mercenary) units
have enjoyed some small amount of
success—but are really more annoying
than dangerous. The Nigerians have
also mounted a psyops campaign
against the Biafran troops, either creat-
ing orbroadcastingwhat hasbeeniden-
tified as anative “cursingritual.” Friendly
specialists feel the heliborne incursions
and native broadcasts may be a coverup

for a larger operation-—something omi-
nous may be in the works.

APPROACH

The PCs have been assigned as a
“reaction force.” Their purpose is to
intercept and thwart the next Nigerian
insertion, taking prisoners if possible, in
an effort to uncover the Nigerian plot.

When they receive word of a Nige-
rian heliborne sighting, the PCs will
move in. If they don't have a vehicle, a
Land Rover will be loaned to them (no
friendly helicopters are available at the
moment). The PCs’ main problem at
this point is timing—if they move too
fast, they may fall into an ambush, but
if they move too slow, the Nigerians will
outrun them.

RETRIEVAL
No pickup is planned after the mis-
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sion. The PCs will have to leave by the
same vehicle they arrive in—orwalk if it
is destroyed.

MAP DESCRIPTION

The map covers a small section of
the Biafran/Nigerianfront—the left flank
{for the Biafrans) of the intended target
area. The only points of interest are the
team’s starting point, the Nigerian LZ,
the Nigerian outpost and the targeted
point in the road.

REFEREEING
THE SCENARIO

The Biafrans are correct—the Nigeri-
ans do have a secret plan. They intend
to bring the war to a quick end by first
settingthe Biafrans on edge through an
effective psyops campaign. Then they
will release a small stock of nerve
agent—a fast-acting, nonpersistant
chemical that is lethal if absorbed or
inhaled. The amount of agent is strate-
gically insignificant, but the Nigerians
hope their enemy will be panicked by
the apparent effectiveness of the curse.

The Nigerians have enlisted a local
“specialist,” also known as a witch doc-
tor, to create the illusion of amass curse
on the Biafran troops. They have re-
corded a particularly vile-sounding cer-
emony and are broadcasting it on six
large speaker systems. The noise starts
at nightfall and ends shortly before day-
break. The Nigerians have aiso se-
cretly evacuated their section of the
lines opposite and for some distance
downwind of the target area. The only
units left there are mercenaries
equipped with MOPP 4 gear—they are
monitoring the broadcasting equipment
and perpetuating the illusion that the
lines are manned.

Just after moonset (20:35 localtime),
a Nigerian Hip helicopter will insert the
witch doctorand ateam of mercenaries
in the Biafran rear area on the flank of
the front to be sprayed. The witch doc-
tor—carrying a five-kilogram sack con-
taining marking paints, feathers, “medi-
cine bags” and a strangely marked hu-
man skull—will emplace fetishes, jujus
and other objects of black magic. The

Biafran
Command Post
TR
A

W

’ Dirt road
,) — — — — Supply trail

T O L L S e

X
LS EVAY
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Nigerian group must be extracted no
later than 02:00 in order to be clear by
04:00, when the nerve agent will be
released.

If the PCs capture a Nigerian merce-
nary or the witch doctor, finding out
what’s going on will get easier as the
04:00 deadiline approaches (Interroga-
tion: Difficult to Easy). But even the
Nigerian commandos don’t know that
the attack will be called off if the witch
doctor does not succeed in emplanting
his artifacts. In that case, the Nigerians
will consider an alternate use of their
nerve agent resources.

The PCs cannot use Biafran troops on
their reaction force mission, but they may
meet a reqular Biafran patrol or supply
mission. Any Biafrans with the PCs when
they encounter the witch doctor or his arti-
facts will panic on a 1D6 roll of 1-3. If the
witch doctor is killed, the Biafrans will only
panic on a rolt of 1-2.

NPCS

The Nigerian mercenary team pro-
tecting the witch doctor has six Experi-
enced NPCs, each armed with one AK-
74 and four grenades. The group has
three night vision binoculars, six Clay-
mores, one PK machinegun and one
SVD sniperrifle witha night vision scope.

Another Nigerian mercenary team at
the Nigerian outpost has four Veteran
NPCs, each armed with one AK-74.
The group also has one PK machine-
gun with a night vision device.

ALTERNATIVES
AND VARIANTS

If the PCs get impatient waiting for a
Nigerian heliborne insertion, they might
infiltrate across the lines for reconnais-
sance purposes. If they overrun the
Nigerian outpost, NBC suits foundthere
may give them a hint as to what's really
going on.

Theteamcanplaytherole ofthe Nigerian
mercenaries assigned to protect the psyop
operative. If so, they must pay particular
attentionto their extraction time—they may
want to deal with the extra burden of NBC
gear, despite the risk of detection and com-
promise.

Finally, the referee may wantto throw
in some spooky events and strange
coincidences to bring out the terror of
the scenario. The PCs may be well-
trained mercenaries, but that doesn’t
make them immune to the effects of a
well-executed psyops campaign. Q



GAME FAIR X1V, November 8-10
atthe ITOO Hall, 4909 W. Farming-
ton Road, Peoria, IL, sponsored by
the lllinois Central College Game
Club. Forinformation, write to Game
FairX1V,POBox 308, Groveland, IL
61535.

LAGACON-12, November 9 at Kas-
per’s Ark (five miles north of Leb-
anon, PA on Route 72). For more
information, write to Lebanon Area
Gamers, 806 Cumberland St., Leba-
non, PA 17042.

PROVOCATION’91, November 10-
11 atdJohn F. Kennedy School, 3030
Villeray, Montreal, Quebec,
CANADA, organized by the Que-
bec Gamers’ Association (AQJS)
Foradditional details, write to Provo-
cation, C.P. 63, succ. M, Montreal,
Quebec, CANADA H1V 3L6.

COCOA CON 91, December 27-
29 at the Holiday Inn in Grantville,

PA, sponsored by Pastimes Hobby
and the Fantasy Fortress Gaming
Club. For information, write to Co-
coa Con '91, 210 South Grant St.,
Palmyra, PA 17078.

WARCON 92, February 7-9, 1992,
in the Memorial Student Center,
Texas A & M University, College
Station, TX. For more information,
write to MSC Nova, Box J1, College
Station, TX 78440-9081.

ORCCON 15, February 14-17,1992,
at the Los Angeles Airport Hyatt
Hotel. For more information, you
can contact Strategicon, PO Box
8399, Long Beach, CA 90808.

TOTAL CONFUSION, Feb. 21-23,
1992 at the Best Western Royal
Plaza Hotel, 181 Boston Post Road,
Marlborough, MA 01752. For infor-
mation, write to The Total Confusion
Convention, PO Box 1463, Worces-
ter, MA 01607.

J

WORLDHORRORCONVENTION,
March 5-8, 1992, at the Holiday Inn
Crowne Plaza, Nashville, TN. Con-
tact the World Horror Convention
1992, PO Box 22817, Nashville, TN
37202.

GAMEX '92, May 22-25, 1992, at
the Los Angeles Airport Hyatt Hotel.
For more information, you can con-
tact Strategicon, POBox 8399, Long
Beach, CA 90808.

GATEWAY 12, September 4-7,
1992, at the Los Angeles Airport
Hyatt Hotel. For more information,
you can contact Strategicon, PO
Box 8399, Long Beach, CA 90808.

Announcements should be sent in a
minimum of four months before a con-
vention takes place. Challenge is not
responsible for errors in convention an-
nouncements. Writeto Challenge Con-
ventions, PO Box 1646, Bloomington,
IL 61702-1646 USA.

Join the revolution! Find out how TNE is changing
PBM. Learn why TNE was voted the #1 PBM game
Dy players in a recent nationwide magazine survey.
Startlingly detailed laser graphics sach turn; “smart”

& p @ customized order shests; unsurpassed gaming com-
plexity to challenge your imagination: it's all part of
& TNE. And Cyborg Games offers you the custo-

mer support you deserve, like individual

attention and double entry of your orders /\s
for increased accuracy, so you can
+
m o |
Q @ \A % ‘
a3
$7.50 per turn. %
$20 for set-up, e
manual and first om
two turns. D e
Fast {2 week) or YB R
Slow (3 week). a g LA & o
Cyborg Games Inc s © r.d@m =
Department G4 X & N MasterCard
P.0. Box 71018 L% d VISA
Milwaukee, W 53211 ;. A\ Ssented
{414) 3321966 < )\ dceepte

| “The Informative Play-By-Mail Magazine”

. playing or boardgame? Eliminate this problem by joining the world of plz.ay
.| by-mail gaming.

Having a hard time getting enough players together for your favorite role

Subscribe to PAPER MAYHEM and discover the
world of play-by-mail (PBM) gaming. Virtually every | |
facet of PBM gaming is covered by PAPER MAYHEM. | ¢
Fantasy, science fiction, historical and sports. Each .
bimonthly issue brings you the latest on PBM games. |

PAPER MAYHEM has been publishing news about £
PBM games and companies since 1983. We haveim-
proved and expanded to keep up with this ever |
popular activity of PBM gaming. -

So why delay and miss out on all the fun? Read |
PAPER MAYHEM and take advantage of PBM |

gaming.
. SEND SUBSCRIPTIONS TO: PAPER MAYHEM
{Dept CH)
1518 Adams St.. Onawa. IL £ |
61350-4770

| US. SUBSCRIPTIONS: 1 year $24.00 2 years 42,00 Sample 55,00 |

ORKIGN SUBSCRIPTIONS earto Canada 33100 T wear o Purope $51 000 1 YAtH
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hile in Urlaggash (3023,
Reaver’'s Deep sector)
Downport, the PCs dis-

= cover the following ad
scrollmg pastonastartown bar’s vidtext
monitor:

Wanted Immediately: Smallparty of sea-
sonedtravellers withtroubleshooting expe-
rience. Diversity of skills a plus. Duration of
contract undetermined, but weekly rate is
generous. Employer supplies transporta-
tion, gear, lodgings, board, amenities. Will
cover any berthing or storage costs in-
curred if party wishes to leave possessions
behind. Contact comm account DGF-
R11236 for further information.

If the PCs are less than surreptitious
about their interest in this employment
opportunity (or if they seem to be hesi-
tant about taking the bait), one of the
barkeeps will lean in their direction and
remark that locai rumor suggests that
the pay onthat job is preity good—over
10,000 credits per week.

Avidcomm call reveals that the listed
account number receives and trans-
mits text-only messages: No audio or
visual link is established. The individual
on the other end of the line inquires as
to the group’s number, experience,
skills, etc. Regardless of the answers,
the PCs will be invited to attend an
interview the following day.

The address for the interview corre-
sponds to a building owned by the
Technoplex Corporation, a commercial
entity that is a major economic factor
throughout this subsector. Upon arriv-
ing at the Technoplex building, the char-
acters will discover that they are to
meet with the chief operating officer of
one of TC’s smaller subsidiaries,
Ecoform Research Associated.

Ecoform’s COQ is Landa Urshikkur,
a briskly professionalwomanin herlate
fifties. After curt but cordial introduc-
tions, she gets down to business.

Ecoform is a firm that specializes in
information and research, not manu-
facturing. lts primary involvementis with
terraforming assessments and, occa-
sionally, mutagenic researchinto creat-
ing hybrids for introduction to alien
worlds (i.e., other than those they
evolved naturally on).

However, one of Ecoform’s newer
projects seemsto be having problems-—
and that's where the PCs come in. The
research team surveying Ixion (3025,
Reaver's Deepsector) hasn'tbeenheard
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from in over five weeks. Although the
researchteam doesn’t have a ship of its
own, it has access to a number of re-
mote-operated jump couriers infar orbit.
These automated couriers can be acti-
vated by uplinked commands, thencarry
messages and data back to Urlaggash.

Typically, the research team is to
send one such jump courier every two
weeks (more often in case of a major
discovery or breakthrough). Urshikkur
rules out the possibility that the ex-
tended silence is simply the result of
jump-courier malfunction. According to
the inventory, the team should still have
eight couriers on station—it is unlikely
that all of them malfunctioned prior {o
jump. In-jump malfunctions could ex-
plain the situation (since the research
team would have no way of knowing
that the courier never got to its destina-
tion), but only if there were two such
malfunctions in arow (thereby account-
ing for four weeks of silence).

For these reasons, Urshikkur largely
rules out courier malfunction as a pos-
sibility. She considers two explanations
to be the most likely. Either some exter-
nalthreat has interfered with the opera-
tion of all the couriers (stolen by cor-
sairs?) or something has happened to
the research team. The team hasn't
been on Ixion for very long, and it is
possible that something in the environ-
ment may have made communica-
tions—or survival—impossible. The
possibilities are many—uwhich explains
why Ecoform wants to hire investiga-
tors who are diverse and accustomed
{o all sorts of unusual phenomena.

If the party accepts the job of finding
out why the research team is out of
contact and—if possible—correct the
problem, Urshikkur will offer them 9000
credits perpersonperweek. If the group
decides to haggle, she’ll offer 10,000,
but will go as high as 11,500. She will
also insist on sending three security
personnel with the group—ex-colonial
army professionals who are all brawn
and very little brain. The group will be
asked to pilot the starship that Ecoform
has acquired for the job—a TL11 Type
S scout. If the group has no pilot/navi-
gators, Ecoform will provide one (in
place of one of the security guards).

OVERVIEW
Landa Urshikkur is not withholding
any information from the group. The

research team is simply out of touch,
and nobody really has a clue as to why.

The real explanationisthatthey’re all
dead—something on Ixion has killed
every last one of them. Their fate was
not sealed by some undetectable,
unfilterable microbe—they were killed
by something a little bit bigger than
that—as the PCs will learn once they
arrive on Ixion.

The referee should strive to keep an
atmosphere of mystery and threat
throughout this piece. For instance,
Urshikkur's almost brusque demeanor
could be interpreted as a means of
concealing information. The referee
should encourage such misconcep-
tions.

Similarly, the environment on Ixion is
designedto be suitably eerie. Referees
are urged to toss in the occasional
unexplained sound, mysterious shadow,
etc., to keep the tension level high.

The murderous creature behind the
demise of the research team should be
terrifying enough, buttrytoleaduptoits
discovery with all sorts of nerve-grating
false alarms—the violent conclusion of
the scenario will be much more effec-
tive ifthe characters have beenbrought
to a high state of anxiety and paranoia
first.

PREPARATIONS
(FOR THE PLAYERS)

As a minor subsidiary of Technoplex
Corporation, Ecoform does not have a
lot of top-shelf resources available.
Consequently, the best it can manage
is a TL11 Type S starship.

The security guards arefairly taciturn
individuals with the following stats:
B8A555 Combat Rifleman-2, Recon-1,
Carousing-1, Mechanical-1, Tracked
Vehicle-1, plus four other skills of the
referee’s choosing. Eachsecurity guard
is equipped with a combat environment
suit, a 7mm semiautomatic rifle (due to
ixion's law level restrictions regarding
fully automatic weapons) and a 9mm
autopistol. They are neither very con-
cerned nor very interested in the up-
coming mission. In their opinion, this is
a big false alarm, probably caused by
“some scientist who forgot how to throw
the automatic uplink switch for the auto-
matic jump couriers.”

Ixion (UCP C6A1234-9) is only two
parsecs distant and consideredtobe a
rather uninviting world. However, de-



spite occasional run-ins with pirates,
the system is generally considered to
be safe for all forms of traffic.

Ecoform will offer the PCs access to
weapons which are permitted on Ixion,
as well-as any gear they deem neces-
sary that can be stored on-board. Sci-
ence gear is a little on the primitive side,
but is available. The Type S, Snaggle-
footh, is afourth-hand decommissioned
scout hull that is well-worn, full of idio-
syncrasies, but still dependable.

PREPARATIONS
(FOR THE REFERERE)

Ixionis indeed anuninvitingworld. lis
exotic atmosphere is heavily inundated
with C02, as are its small, slushy, polar
seas. Anunusually long day/night cycle
of 32 hours produces considerable tem-
perature variations, enough to cause
puddles of CO2 to freeze overnight,
only to sublime into billowing clouds of
“dry ice” vapor early the next morning.
Although the planet does have native
flora and fauna, the research teams
which have visited Ixion haven't been
particularly interested in conducting
xenobiological studies.

This is largely due to the fact that
Ixion’s biosphere is potentially attrac-
tive as aterraforming project. Ecoform’s
experis hypothesize that if the oxygen
that is currently tied up in the form of
C02 could be liberated, Ixion’s atmo-
sphere might rapidly evolve into one
friendly to oxygen-breathing species.
The primary key to this was 1o liberate
more gaseous hydrogen in order to fix
most of the freed oxygen in the form of
water. This would create an environ-
ment in which a variety of green plants
would thrive, converting increasing
amounts of the C02 into oxygen and
other atomic buildingblocks essential
to the emergence of a Terra-normal
biosphere.

The pre-war population of Ixion—
rated at approximately 700 persons—
has dropped dramatically in the past
five years. At last count, no more than
300 individuals remained. Over half of
these were researchers or persons
charged with maintaining the planet's
C-class starport. The other half are
settlers, hermits, or war-refugees who
found life in this forsaken outback to be
preferable to the war-torn Imperial main-
stream. Ecoform’s research station—
the largest on the planet—was capable

of housing up to 40 personnel and at
last report was operating at full capac-
ity.

Although Ecoform would like to be
able to provide the characters with ad-
vanced sensor gear, that simply isn’t
possible. Nevera subsectorwithaheavy
influx of high tech, Urlaqgash Subsec-
for has found itself resorting to even
more basic technologies since the on-
setof the Rebellion. Advanced handheld
sensor gear (such as neural activity
sensors, densitometers andbiosniffers)
is not available for any price. If the
characters should have any of their
own, Ecoform will welcome their will-
ingness to volunteer the use of the
technology—butwill not ensure against
its being lost or disabled. If referees
wish to get a more complete idea of the
specifics of the Urlaggash subsector,
they are advised to pick up a copy of
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Traveller’s Digest 16, published by Di-
gest Group Publications (the entire sub-
sector is presented in detail).

Fianlly, the referee should bear in
mind that the three security guards are
being sent along not only to assist the
player characters in their endeavors,
but to protect Ecoform’s substantial in-
vestment (plenty of equipment, a
starship, etc.). If the security personnel
have any reason to suspect that the
PCs are going to run off with any of
Ecoform’s possessions, they will take
corrective action.
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Vehicle Garage and
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pressure doors)
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JOURNEY
(FOR THE PLAYERS)

The journey to Ixion is relatively un-
eventful. Repeated attempts to get to
know your new security-guard friends
don't progress too far; they're affable,
but not very communicative.

Arrival in the Ixion system is not par-
ticularly noteworthy. The systemis quiet,
traffic being nonexistent—evenout near
the largest of the four gas gianis. Auto-
mated navigational beacons guide you
in-system {o Ixion. As you near the
planet, you detect eight small hulls in a
stable, high orbit: the automated jump
couriers. Attempts to hail the research
team go unanswered.

Planetfall at Ixion is about what you'd
expect on this kind of backwater. A
single ground operator—simuita-
neously wearing the hats of space trai-
fic controller, customs officer and wel-
come committee—talks you down
through the approved approach vector
and onto the pad at Adakai Port, Ixion’s
main urban attraction with a population
of almost 120 souls.

Adakai port is a run-down collection
of modular buildings, a third of which
seem to be boarded-up and deserted:
Locals are glad forthe chanceto meet—
and speak with—off-worlders in
Am'Shai'Votu’s Bar and Grille, the only
commercial eating and drinking estab-
lishment left in fown.

Not many people know anything
about the Ecoform research station,
which is located approximately 1000
kilometers north of Adakai Port. The
researchers only came into town on
rare occasion, since their level of sup-
ply, enterfainment and housing were all
generally superior to that enjoyed by
the locals. Radio contact was more
frequent, but stopped about five weeks
ago.

If the PCs express a desire to take
the ship directly up to the research
station, the locals will politely but firmly
insist that they can’t permit that; it's
against the law. However, a variety of
vehicles (such as a Horronon ATV) can
be rented for a reasonable rate—and
charged directly to Ecoform’s local ac-
count (assuming the party doesn’t want
to use the scout ship’'s Cova air-raft).

The travel overland (or via air) to the
research station is easy, being over
level, firm ground. Attempts to raise the
site by radio {or any other communica-

tion device) go without response. At
last, through the white mists, the re-
search complex becomes dimly visible.

JOURNEY
(FOR THE REFEREE)

Ixion has neverbeen ashiningmecca
for visitors, and—with the onset of the
Rebellion—it became an almost forgot-
ten, abandoned world. Having little or
nothing of interest to other planets,
Ixion’s economy revolved around the
ever-more-infrequenttramptradersthat
pass through. And every time, a few
more Ixionites take passage off-world,
never 1o return.

Consequently, the locals are glad for
the visitors. Adakai town is easily
sightseen in three minutes, and what
becomes quickly boring for the visitor
becomes intolerable for locals. News—
any news—of the universe beyondtheir
mist-enshrouded world is welcome and
eagerly attended to.

The one person of interest for pur-
poses of the PCs’ investigation is a
silent wanderer, hidden in the deepest
shadows at the Bar and Grille. Known
simply- as Old Sam, this fellow has
spent the last 15 years roaming the
misty wastes of Ixion from pole to pole.
The locals consider him to be a little
“tetched,” and while all concede that he
is an excellent source of knowledge
regarding the planet’s flora and fauna,
they simply ignore his tales of “mon-
sters” in the lowlands and hills to the
north. Tired of being the butt of jokes
and contemptuous ridicule, Old Sam
stoppedtelling these stories years ago.
ltwouldtake averydirect appeal, friendly
encouragement and aconsiderablefee
for himto tell what little he knows of the
creatures.

Old Sam lost a partner to one of the
monsters sevenyears ago, although he
never saw the creature himself, norhas
he seen one since. However, he can
describe its large, taloned tracks, as
well as the wounds it inflicted upon his
old partner—who was killed in under
three seconds:

information from this point on is all
directedtothe referee, since events will
start to move more quickly and less
predictably as soon as the PCs arrive at
the Ecoform research facility.

DISCOVERY
The characters will find the research
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facility completely deserted—except for
nine badly mangled bodies. The ref-
eree should scatter these at random,
with the following exceptions:

@ One corpse is that of the base’s
med tech, found just outside the dis-
pensary.

@ Of the three corpses which belong
to security guards, one is located inside
the southernmost airlock module, and
the other is located inside the medical
dispensary.

e Two other corpses, which were
apparently undergoing autopsies, are
also inside the dispensary.

As the PCs arrive at the base, you
can hand themthe basic map, since the
security guards have a copy, but don't
tell them where the bodies are.

The station is open to the environ-
ment, with all the hatchways thrown
wide. Only the huge power-driven ga-
rage bay doors are still closed (although
the hatchway. leading into the garage
area is ajar).

The bodies are not displaying ad-
vanced decomposition, since the air
temperature at this northern latitude is
fairly cool (0-5° centigrade, daytime
average). Also, the local bacteria (orits
analog) does not seem overly inter-
ested in human flesh. However, what-
ever Kkilled the eight remaining bodies
was obviously thorough and armed with
an impressive selection of weapons.

To identify the nature of the weapons:

Difficult, Education, Intelligence, 1
hour.

Referee: If the character has either
Forensic or Zoology skill (or a related
natural science), the task becomes
Routine.

Success will reveal that most of the
individuals were killed by deep, slash-
ing penetrations by some kind of claw
and by equally imposing bites. One of
the bodies also shows evidence of hav-
ing been stuck with some kind of lance
or other pointed shaft.

In addition to their thoroughness, the
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10 cen’umeterteeth and 15-centim
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the jaws being a trap hin :
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attacks were also apparently quite fero-
cious. Evidence suggesis thai the at-
tacker continued savaging its victims
even after they had expired.

Of course, since the station was in-
habited by just over 40 individuals, the
PCs face still another mystery: Where
are the other 31 researchers? While
there are no signs of them in the com-
plex,thereis evidence that severalmajor
battles were fought (judging fromareas
liberally smeared with dried blood). The
worst of these fights was probably inthe
waiting room/lounge area just outside
the administration office/auditorium.
However, the confused trails of blood
droplets, smears and footprints makes
it impossible to reconstruct the melee
or to discern who—or what—the re-
searchers battled. The only clue is that
the base’s three security guards hadn't
been of much use;only one everseems
o have gotten a shot off (from his now-
mangled shotgun). The other two were
apparently attacked from behind.

The three bodies in the dispensary
do not seem to be different in any way
from the other corpses, but an exami-
nation of them shows that someone (or
something?) had begun to perform au-
topsies on all of them.

The base itself is still in fairly good
shape, exceptthat the communications
and computerfacilities have beenbadly
smashed. Also, the environmental
plants will require afew hours of repairs
before general life suppori canbe rees-
tablished. Whatever attacked the re-
searchers must haverealizedthatthese
technologies were somehow key to the
researcher’s operations—or their abil-
ity to get help.

Thebase is mostly comprised of 400-
kiloliter habitat modules, each measur-
ing about 7.5 meters by 15 meters by
3.5 meters. Two larger structural mod-
ules—the administration complex and
vehicle garage—are of the same manu-
facture (Technoplex HabMods, of
course). A small “courtyard” is framed
by the surrounding modules. Covered
over with a sheet of TLS polyplastic, it
was apparently a small test-bed for
converting the local environmentinto a
more Terran-friendly biome.

Baserecords have beenbadly strewn
about. After hours of collating and ana-
lyzing, a diligent group can piece {o-
gether enough of the story to determine
that whatever happened to the base

staried 38 days ago. Thatiswhenregu-
lar scientific journals no longer have
eniries, the chief administrator's log
stops, etc. By computing the difference
between current remaining power plant
fuel levels and the last listed level (39
days ago), the group can arrive at the
conclusion that whatever attacked the
base finished the job in two days.

FIRST SLAYING

After arriving at the base, enduring
the anxiety of discovering itto resemble
a moriuary and gathering what clues
are available, the characters shouid be
tired. Watches can either be organized
by them, or left solely to the initiative of
the three NPC security guards. Either
way, the Ecoform guards will want to
stand a waich or two.

On the last such watch, the PCs will
hearone of the Ecoformguards scream-
ing frantically for a few seconds, along
with two rifle reports. No matter what
the party’s plans are, at least one guard
will insist on remaining behind wher-
evertheinvestigators are bedding down,
to prevent anything from doubling back
onthem. He willencourage at least one
PC to stay with him. If not, the other
guard will stay with him.

Upon arriving at the sentry post, the
group will find the body of the guard
who had been standingwatch—mauled
almost beyond recognition. The char-
acteristic claw and bite wounds are
evident, as is the more enigmatic punc-
ture wound observed on one of the
researchteam corpses. The guardwas
apparently dragged some distancefrom
where he was initially attacked, judging
fromthe smeared trail of blood. He was
apparently being dragged toward the
nearest external hatchway. However,
there is no sign that anyone—or any-
thing—had opened any of the hatches.
The PCs may find (on a successful
Recon roll) some droplets of blood in
another nearby module—apparently a
short trail of some kind. But the trail
appears without warning and ends just
the same way.

At aboutthis time, the group will hear
shouts and screams frombehind them—
coming from the area they were bed-
ded down in. Before they arrive there,
you may need to resolve what has
occurred in that location if a PC did in
fact remain behind with the rearguard
security man. The rearguard PC {if any)
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will be advancing toward the nearest
hatchway or door and suddenly be-
come very sleepy—so sleepy in fact
that he/ barely manages to stay on his
feet by slumping against the door jamb.
Atabout that moment, the guard behind
begins shouting, fires off a single shot
andthen starts shrieking in high-pitched
tones of agony. Turning groggily around,
the PCwill have the impression of some
huge form tearing into the guard, who
falls aside into a heap. Then the form
seems to come closer {o the PC, who
may attemptiofire (butwill miss, having
barely managed to raise the gun up to
a 45° elevation). Just as the form—
which seems to be all teeth and claws
and tiny black eyes—is about to close
with the PC, it stops, seems to listen (it
hears the other PCs returning), then
storms past (or rather, oven the PC,
knocking him out cold. .

If a PC did not stay back with the
rearguard, this same story will be told
by the other security man who will have
stayed behind (and now is the only
surviving NPC guard).

The returning PCswillfindtheirfriend
{PC or NPC guard) unconscious onthe
floor and another guard dead, once
again slashed to pieces. But this time,
there is'no sign of a puncture wound in
the corpse. Attempts to follow the crea-
ture will prove fruitless; a small trail of
blood droplets leads out the door and
into the corridor beyond—then ends
abruptly. No other trail can be discov-
ered.

The referee is encouraged to pull out
all the stops in order to make this se-
quence particularly terrifying. Remem-
ber; the attack is occurring in the middie
of the night. People are awakening to
blood-curdling screams and abject ter-
ror. Then, just when it seems like the
aitack is over, sounds of a similar event
start up behind them—back where one
of the PCs may be standing guard! And
remember, this is all being done by an
apparent phantom killer—a murderous
entity that leaves almost no trace of its
coming or going.
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INVESTIGATION

The following day, the PCs are likely
to become very aggressive in their at-
tempt to learn more about what is at-
tacking them. This will probably take
the shape in two ways: ,

e A more extensive and scientifically
exacting analysis of available data and
clues inside the base. :

The extensive analysis will suggesta
couple of things. The medtech made
some frantic scribblings that will be
found in the dispensary lavatory. Ap-
parently, he was looking for some com-
mon factor between the individuals he
was performing autopsies upon. His
reason for doing so is a bit unclear, but
some good intelligence and forensics
taskrollswillleave PCs withthe impres-
sion that the creature removed most of
its kills. These two corpses were the
only ones left behind (evidently, the
other bodies found inthe complex were
killed afterthe medtech was slain). And
whatever else the creature did, it didn’t
seem to want to enter the dispensary.

The medtech never got around to
searching the quarters of the autopsied
individuals for common lifestyle ele-
ments. However, the PCs can easily do
so. They will find a number of things in
common. They can then search the
rooms of the other individuals whose
bodies were left behind by the creature.
Fewer common elements pop up. If the
characters are smart enough to realize
that the creature was attempting to re-
move the first guard it killed the previ-
ous night, but seemed to have no inter-
est in removing the second, they will
manage to isolate the one variable
shared by the corpses which the crea-
ture ignores. (See Solving the Mystery
to learn what this key variable is and
how the PCs can use if to save them-
selves.)

Further forensic examination sug-
gests one last piece of information—
most of the corpses seemto have been
killed from behind or fromthe side. This
is true even for those found far away
from any door, and whose backs were
apparently to the wall. How could such
anobviously large creature getsoclose
without causing the victim to either run
away or to begin shooting? Perhaps a
closer analysis of the attacks of the
previous night may provide some an-
syers (if the PCs don't think of this
themselves, the last surviving security
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guard should point out the value of this
line of inquiry).

® An armed reconnaissance of the
surrounding area.

The armedreconnaissance party will
be in for some rude surprises. First off,
whatever vehicle the investigators ar-
rived in will have been thoroughly ru-
ined. Even a keypad-entry-only vehicle
will have been (somehow) entered, its
control elements and power plant cir-
cuitry hopeless ruined.

If the party continues on foot, it will
make some interesting discoveries (and
will not have to go far to make them).

The reconnaissance team will begin
coming across the remains of the other
31 researchers once they get more
than 50 meters from the base. If they
stick together, they will not be attacked
by the creature (whichis lurking nearby
and wants to regain its special strength
before launching any more assaults).
Over the course of two hours, the PCs
will find all the missing researchers.
Twenty-three of the bodies willbe barely
recognizable; whatever killed them ap-
parently dragged them off and made a
meal out of them. It ate almost every-
thing except for the bones and—inter-
estingly enough—the liver.

The last eight bodies are more un-
usual. In each case, the compse’s torso
seems to have ruptured from the inside
out, almost as though the individual had
swallowed a grenade. There is no indi-
cation that the creature fed on these
remains. However, close inspection of
the ruptured area will show that the
corpse shows signs of having been
hollowed out or devoured from the in-
side.

Near these eight corpses, the PCs
will catch occasional glimpses of small
(10-kilogram and less), fast animals.
They are impossible to catch. An at-
tempt to shoot one will be at one task
level greater than normal, due to their
small size and great speed.

A specimen of this species will show
it to be a small scavenger/hunter of
some type. Analysis of its alimentary
canal shows no human remains; how-
ever, some other kind of creature with a
tough hide is found as digestive resi-
due. Afew good task rolls involving life
science skills (almost any type will do)
suggest that the creature that had been
consumed was a very small predator of
some kind.

With all this, the PCs should have
enough information to piece together
mostof what is going on. One final clue
will probably complete the picture.
Sometime just before the beginning of
the second night, one of the PCs may
notice that the body of the first security
guard (the one that the creature was
attempting to drag off) seems a bit
bloated. Even a medicaily untrained
individual will be able to conduct a post-
mortem examthat indicates that some-
thing is growing inside the corpse. Dis-
section will reveal a small, semilarval
predator species which will be quite
easy to kill.

SECOND NIGHT

The creature will try to attack the
second night. However, ifthe PCs have
decided to stand watch in threes or
have taken precautions against drowsi-
ness (such as ingesting stimulants), at
least one of them will get a glimpse of
the creature and be able to get off afew
shots at it before it can complete its first
attack. At the very worst, one individual
may be struck (a round of combat)
simultaneous withthe PCs’ responding
gunfire.

The creature will flee immediately,
not being used to (or fond of) taking
damage from its prey.

Ifthe PCs have already deduced how
to develop a “creature repellent,” then
the monsterwili not approach any closer
than 10 meters, at which point it will let
out a furious bellow and immediately
withdraw.

SHOWDOWN

Atthis point, the PCs will have gained
the upper hand on the creature and
may have seen most, if not all, of its
various tricks. Consequently, the ac-
tions of the creature will now be depen-
dent uponthe actions of the PCs, rather
than vice versa.

Ingeneral, the referee can anticipate
one of three basic stratagems fromthe
PCs. These are:

Hunt: The PCs sally forth to track
down and kill the creature. This will
prove difficult, given their lack of a ve-
hicle and the poor visibility caused by
ixion's vapor-filled environment. How-
ever, Recon or Hunting skill will eventu-
ally allow the group to pick up the
creature’s trail. Not needing a great
deal of stealth (due to its other traits),



the creature will be fairly easy to track.
Once discovered, it will attempt to bluff
the party into splitting up. Failing this, it
will immediately get behind the party
and start causing as many casualties
as quickly as it can. Don't be surprised
if one ortwo PCs are badly wounded or
killed before this monster canbe brought
down; it is one fough beast.

Watch: Amore reasonabie approach
isto assume that the creature will even-
tually returnfor another attack, evenif it
is defeated (or repelled) on the second
night. The PCs are likely to set up all
soris of passive alarms, possibly canni-
balizing video gear from the base, cre-
ating makeshift electric eye barriers,
etc.

Some impressive boobytraps are also
possible (there’s still plenty of electric
current on hand). Probably key o any
such strategy is the creation of an am-
bush point where the characters can
lay down a withering barrage of con-
ventional arms fire. The referee is en-
couraged to allow any individuals with
military firearms experience {o create
customreloads fromthe available stan-
dard ammunition. Suchrounds willhave
one additional point of penetration and
inflict one additional point of damage.
However, these rounds are very un-
stable, and on ato hittask rollof 2 or 3
will have either misfired or caused the

-gun to jam (after firing).

Lure: Perhapsthe most effective tac-
tic is to lure the creature in with a
potential victim. Of course, given the
creature’s ability to rapidly close the
distance betweenitself and its prey, this
could indeed be quite dangerous. How-
ever, if the victim were to keep moving
(and stay near concealed friends), it
would be very difficult forthe creature to
land right on top of him. This might
make it possible to maneuver the crea-
fure right into a booby-trapped area or
free fire zone.

Whichever of these ploys the PCs
use, they should be able to Kill the
creature and (if desired) bring it back to
civilization for analysis. However,
Ecoform will need to get the creature
population under control if it’s going 1o
move aheadwithitsterraforming project.
And since the PCs proved to be so
capable at removing this one, Ecoform
might have another, more extensive
contract in mind. Assuming, of course,
that the PCs are interested.

WEAK SPOT

Despite the daunting aspect and spe-
cifics of this creature, it does have one
weak spot. The environment of Ixion
has made it unaccustomed and highly
vulnerable to a toxin that humans are
only mildly affected by: alcohol. It is
repelled by both methanol and ethanol,
although it has a markedly more averse
reaction to the latter. This is the com-
mon variable that explains why the
creature refusedto eat certain individu-
als: they were regular drinkers (or had
done sorecently). Tothe creature, these
individuals smelledlike poisoned meat,
and after killing them, it simply left their
bodies behind. Nor would the creature
inject its young into such a toxic host
body.

This is the reason why the creature
stayed away from the medtech and the
dispensary—both were inundated with
the smells of medically pure methanol.
ltis also why the creature refusedto eat
the livers of several of its victims; traces
of ethanol consumed weeks, even
months, before still lingered in that or-
gan.

ifthe characters have managedto do
a good job of tracking down and isolat-
ing as many variables as they can re-
garding the individuals who were not
dragged off versus those who were,
they will find that the ones left behind
enjoyed alcoholicbeverages onat ieast
a semiregular basis. This can be deter-
mined by checking their rooms, where
pint bottles of bourbon, vodka, etc. can
be found.

None of the missing individuals (those
eventually foundoutside) have any such
substances stored in their rooms. The
medtech wasn't a drinker, but worked
regularly with methanol as a disinfec-
{ant, cleanser, etc.

lf the PCs think of it, they will be able
to rig any number of alcohol-based
weapons. Some possibilities include:

& A huge alcohol atomizer that can
spray methanol vapor at the creaiure
(effect is equivalent to being gassed
with a compoundthatinduces incapaci-
tating nausea).

® Adart with 80% pure ethanol, which
willbe fatal within one minute. Incapaci-
tating convulsions (strongly resembling
anaphylactic shock in a human) will
begin immediately. Can also be
mounted on the end of a probe, sort of
like an antishark bang stick.

MEGATRAVELLER

@ A personal repellent. A half-pint of
externally applied ethanol or methanol
will cause the creature to completely
avoid the individual and abort any
planned aitacks against him. However,
the effect will only last 4-6 hours.

USING THIS ADVENTURE
IN OTHER LOCALES

“To Sleep, Perchance to Scream”
may be used in any subsector of the
Imperium without problem, since the
realities of the external political envi-
ronment do not impact upon the resolu-
tion of this scenario. However, referees
should be careful when selecting an
aliernate Ixion.

Note that the atmosphere should be
either tainted or exotic in order to keep
the environmental restrictions and de-
tails consistent. Also, the planetary size
should not be less than 5; anything less
would be an unlikely place for so large
a carnivore fo evolve.

The population of the planet should
not be very large—10,000 is a reason-
able maximum. This is important if you
want to create a situation in which the
PCs are truly on their own.

Finally, the law ievel of the subsector
should be somewhere between 4 and
6. Any less and the player characters
will be able to bring in heavy atrtillery
that will reduce the awesome creature
fo smoldering beastie briquets in a
matterof seconds. Conversely, a higher
law levelwillforce the playercharacters
o try to slay this monster with steak
knives—a great plan if they want to
commit suicide, but not much use for
anything else.

No matter where you situate this ad-
venture, it's recommended that you
capitalize on every opportunity to make
the player characters worrisome and
anxious, anticipatingthe imminentdoom
that must surely lurk around every cor-
ner, within every shadow, behind every
door.

And just when you've got them think-
ing they've been purposelessly para-
noid, the real fun can begin. Q
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Naval Weaporis

By Terrence Mclnnes

ign Sequences

Many ships sailing on or under the seas of many worlds are
warships—they are armed with a variety of weapons for diverse
missions at different technological levels. Weapons mounted on
ships count against the vessel's remaining free buoyancy. Some,
particularly primitive weapons, are deck- and/or hull-mounted.
Others are contained within turrets. Still others, principally torpe-
does and vertically launched missiles, are contained within the hull.
Hull-mounted weapons and their launchers use up available hull
volume, and this must be calculated along with the weapon’s weight.

PRIMITIVE NAVAL WEAPONS

Rams: The underwater ram, mounted on a galley’s bow just
below the waterline, is the first true naval weapon. TL1 navaltactics
are built around the ram with the object of ramming enemy vessels
broadside, staving in the hull and killing rowers. Rams are long and
pointed, often sheathed in metal. Since rams are an integral part of
the hull, volume and displacement do not need to be calculated
separately. However, they are heavy. If adding aram, add 10%of the
hull weight to the vessel as the ram’s weight.

Torsion Projectile Weapons: Torsion projectile weapons are
mounted on some ships. They are used to toss stones, fire pots and
javelins at shore and navaltargets. Alltorsion projectile weapons are
available beginning at TL1.

Catapuits: Catapults launch their missiles in a high-angle trajectory
and are notoriously difficult to use against moving targets. However, they
are the most powerful and long-ranged of these weapons, and are quite
useful in battering down walls and shelling towns.

Ballista, Mangronel, Scorpion: All of these weapons are based
upon the crossbow principle. The ballista is simply a very large

Lgt. catapult
Stones 5
Javelin 7

Firepot Nil Fire/1.5*

Ballista
Mangronel

ery Long

32 215" long
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crossbow (ammunition masses four kilograms). The mangronelis a
wide-bowed variation on this, which launches a cluster of short
spears (javelins). The Scorpion is a still smaller version of the
ballista, which launches a single missile (a standard spear).

When including these systems in a design, also remember to
include space for ammunition (one kiloliter for 10 firings of any
weapon) and to include the weight of the rounds (which are either
indicated in these rules, or are already defined in MegaTraveller—
for instance, the spear).

Early CPR Guns & Low Velocity CPR Rounds: CPR guns first
come intouse in TL2, although atthistime, all such weapons usethe
Howitzer Table to determine their characteristics, even though they
are direct-fire weapons. It is not until TL5 that true high-velocity
weapons become available.

Todetermine thecharacteristics of early tech level CPRweapons,
use the charts from steps 6/20 and 6/21 {page 76 of the Referee’s
Manual) with the following modifiers:

@ Tech Level 2:

All weapons are only 50% of the listed price.

All weapons have their range reduced by one band (Distant
becomes Very Long).

Divide ROF by 20.

Ammunition weight is only 30% of the listed weight.

Only KEAP ammunition is available. Determine the penetration of
the round by reading up four rows.

Penetration attenuation is reduced by one.

Example: A 10cm TL2 cannon would have a range of Very Long, a
Penetration of 3, and an attenuation rating of 3. Damage is not altered,
so the 10cm value of 14 is still the damage rating for the weapon.

@ Tech Level 3:

All weapons are only 35% of the listed
price.

Aliweapons have their range reduced by

25/1.2 2300 one band (Distant becomes Very Long).
1.03 Divide ROF by 10.

1.006 Ammunition weight is only 50% of the
1004 listed weight.

& ; HE and KEAP, Grapeshot ammunition is

available. Determine the penetration of the
round by reading up threerows. Inthe event
that this is not possible (there are less than
three preceding rows), the weapon'’s pen-
etration is 1.

Attenuation is reduced by one. Damage
of the round is not altered.

Mortars read up an extra three rowswhen
determining the Penetration and Damage
values of their ammunition.
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@ Tech Level 4:

Divide ROF by 2.

HE, KEAPER, KEAP and Grapeshot ammunition are available at
standard costs. Incendiary rounds are available at twice the stan-
dard costs. Determine the penetration of the round by reading up
one row. In the event that this is not possible (there is no preceding
row), the weapon’s penetration is 1.

Two special types of CPR guns are available at this tech level,
each with its own special attributes:

Muzzle-Loading Smoothbores: These weapons are only 30% of the
listed price. Ammunition weightis only 30% ofthe listed weight. Maximum
range and penetration ratings are only 70% of the listed values.

Breech-Loading Rifles: These weapons cost twice the listed price
and have double the maximum range (the number in parentheses)
shown on the Howitzer Table.

Mortars read up an extra two rowswhen determining the Penetra-
tion and Damage values of their ammunition.

NEW AMMUNITION TYPE: GRAPESHOT

Grapeshot is essentially a huge shotgun shell which fires multiple
pellets out the muzzle of the firing gun. Grapeshot is therefore resolved
using the same characteristics as a flechette shell of identical bore size.
However, the danger space begins at the muzzle of the firing gun.

CPR GUNS

Ships may mount any of the CPR guns listed in the MegaTravel-
ler gun tables. They may be mounted in individual deck mountings,
or single, double, triple or quadruple turrets. Autocannon of 40 mm
or smaller may be grouped in double, triple or quadruple mounts,
while autocannon larger than 40 mm may be mounted in single or
double mounts. Stabilization gear is highly recommended.

At TL5, long-range heavy naval rifles become available at cali-
bers greater than 30 cm. Their weight, volume and other character-
istics will be presented in a future issue of Challenge.

At TL8, the multibarrel autocannon listed in COACC may be
mounted as radar-guided, close-in, point defense systems.

MASS DRIVERS AND ENERGY WEAPONS
Ships may mount any mass driver, laser, plasma gun or fusion
gun listed in the MegaTraveller Referee’s Manual. Beginning at
TL13, submarines may mount spinal meson guns making them the
equivalent of self-propelled planetary meson gun sites.

TURRETS
Turrets for guns, mass drivers and energy weapons may be
included in ship designs. To calculate turret weight, total the weight

of all weapons in a single turret and multiply by 5. The result is total
turret weight including the turret, its guns, and its ammunition-
handling machinery.

Not all weapons need turrets. But if 2 mount does not have a
turret, it may not have any more armor than a simple gupshield.

MISSILES

A number of naval missiles are available for shipboard use
beginning at TL7. These include antishipping missiles, antisubmarine
missiles, and antiaircraft and spacecraft missiles.

Antishipping missiles are designed to severely damage or de-
stroy ships. They may be fired from shipboard canister-launchers,
within watertight capsules, from submarine torpedo tubes or water-
tight bin launchers, and they may be launched from aircraft.

Antisubmarine missiles are essentially rocket-boosted torpe-
does. These are fired from launchers aboard surface ships or
submarine torpedo tubes after the target has been located by the
ship's sensors. The torpedo separates from its rocket booster, is
slowed by parachute, and drops into the ocean where its own on-
board sonar begins searching for the target.

Antiaircraft missiles may be long-range area defense weaponsor
relatively short-range but speedy point defense weapons. Special-
ized antiaircraft destroyers and frigates use area defense AA
missiles to guard a naval battle group against high-flying intruders.
Each ship within the battle group mounts point-defense AA missiles
to catch any “leakers” that get through the area defense screen.

Beginning at TL9, standard 150mm starship’s missiles with a
booster stage may be mounted aboard surface ships equipped with
sensors capable of detecting spacecraft at far orbit ranges, giving
surface ships an antispacecraft capability.

At TL10, submarines may mount antispacecraft missiles in verti-
cal launch tubes. Sensor antennas must broach the surface to
detect targets in orbit and give missiles preliminary guidance,
although the missiles may be fired from the submarine at periscope
depth. At TL11, remote detection and guidance buoys enable the
missiles to be fired from 100 meters below the surface.

Misslle Notes: The light SS/US includes a one-meter, 150kg
booster. The light AS missile is an air-launched variant of the light
antishipping missile. lts historical equivalent is the Harpoon.

The medium AS missile is an air-launched variant of the medium
antishipping missile. The medium SS/US may be launched from a
deck-mounted, four-round cannister, a shipboard vertical launch
system, a submarine vertical launch system or a submarine torpedo
tube. lts historical equivalent is the Tomahawk.

The heavy SS/US is launched from large, sealed, deck-mounted
bins aboard surface ships or submarines, or from a shipboard

Light SS/US 6000 650
Light AS 5500 500
Heavy SS/US 600000 5000
Heavy AS 550000 5000

Light SA

o underwater.

SA:Surface to air SS: Surface to surface AS:Airto surface US:Underwater to surface SU:Surface to underwater UU:Underwater

Regional (180) 32 38
Regional (180) 32 38
74 Continental (600) 48 60
7.4 Continental (600) 48 60

V. Distant (10)
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vertical launch system. lts historical equivalent is the SSN-12
Sandbox.

The heavy AS is an air-launched variant of this missile. lis
historical equivalent is the AS-4 Kitchen.

The antisubmarine UU is launched from a standard submarine
torpedotube. Its historical equivalent is the SUBROC with a conven-
tional warhead.

The heavy SA (long range) is the heavy SA with a booster stage
attached that essentially doubles its range. lts hisiorical equivalent
is the SM2-ER.

Other missiles and their historical equivalents include:

Antisubmarine SU (ASROC)

Light SA (Sea Chaparral, RIM116A RAM)

Medium SA (Sea Sparrow, Sea Wolf)

Heavy SA (Standard SM2-MR, Sea Dart)

LAUNCHERS

Launchers must be provided for missiles. Several types are
available:

One-Shot Canisters: These are shipped with the missiles sealed
inside and are installed on deck hardpoints. Light and medium SS
missiles may be launched from canisters. VLight SA missiles may
be launched from canisters clipped onto a pedestal launcher.
Missiles plus canisters weigh 110% of the missile weight.

Single or Twin-Arm Rapid-Fire Launcher: These are deck-
mounted launchers automatically fed from magazines within the
hull. They weigh 2.5 times the weight of the heaviest missile they fire
times the number of arms on the launcher. As an example, a twin-
arm launcher capable of firing the heavy SAM (long range) would
weigh 7000 kilograms.

Bins: These are similar to canisters except they are fixed,
permanent, reloadable installations. Models are available that fire
from one to four rounds. Loaded bins weigh 1.5 times the combined
weight of the missiles they fire. Empty, they weigh 0.5 times the
combined missile weight.

Box Launchers: These are reloadable launchers that contain
two to eight missiles within watertight boxes mounted on a deck-
mounted pedestal. They traverse and elevate according to fire
control computer commands. Box launchers weigh two times the
weight of the heaviest missile they fire times the number of boxes on
the launcher.

Rail Launchers: Rail launchers are mounted on a pedestal and
contain two to eight missiles mounted on launch rails. Like box
launchers, rail launchers traverse and elevate, and are reloadable.
However, unlike box launchers, rail launchers do not protect their
missiles from the elements, small arms fire or shrapnel. Rail
launchers weigh 1.5 times the weight of the heaviest missile they fire
times the number of rails on the launcher.

Vertical Launch Systems: These are launch cells mounted in
the hull. Each cell weighs 5% of its missile’s weight but takes up
110% of its volume. This design eliminates on-deck launchers and
is less vulnerable to battle and weather damage.

TORPEDOES

Torpedoes are swimming missiles used by submarines against
surface ships and other submarines, and by surface ships against
submarines and other surface ships. They may also be droppad
from aircraft against surface ships and submarines.

Early torpedoes are unguided, free-swimming weapons aimed at a
target’'s expected position. If calculations were correct and the farget
doesn't change course, the torpedoes hit. They have no homing capa-
bility and can only be aimed at surface ships.

Crude acoustic homing devices are available at TL6, enabling
torpedoes to guide themselves toward a target's propeller noises.
Wire-guided torpedoes are available at TL7—these are steered
toward asubmarine or surface target by the firing submarine’s sonar

system. TL8 torpe-
does have their
own on-board ac-
tive and passive
sonars, and can in-
dependently seek
outsubmerged and
surface targets.
TL8 torpedoes may also be equipped with directed energy (HEAP)
warheads. As tech levels increase, torpedo range, speed and
endurance increase. By TL14, miniaturized grav drives and fusion
power plants give torpedoes unlimited range.

Torpado Tubes: Standard torpedo tubes occupy 110%ofthe volume
of the forpedo. Thess launch torpedoes with compressed air or gas, or,
inthecase of surface ships, withgunpowdercharges. They may be deck-
mounted or hull-mounted on surface ships or submarines. Empty, they
weigh 10% of the forpedo’s weight. Deck-mounted forpedo tubes on
submarines cannot be reloaded if the vessal is submerged.

Swimout torpedo tubes are also available beginning at TL7.
These occupy 125% of the volume of the torpedo, but when empty
weigh only 5% of the torpedo’s weight. As the name suggests, the
torpedo starts its motor while in the torpedo tube and literally swims
out of the tube. The launch is virtually silent,without the blast of
compressed air associated with a standard tube, and the sub’s
compressed air supply is not drained by the launch.

MAGAZINES

Sufficient magazine space should be provided for reloads of
shells, missiles and forpedoes if your ship is expected to see combat
for more than a very short time. To calculate needed magazine
space, multiply your ammunition’s weight by the number of reloads
you wish to carry. Magazines are usually located beneath the
waterline, where they can be easily flooded in case of fire and can
be protected by the hull's belt armor.

ARMOR
Hull materials have a minimum armor value as indicated by the
hardness moedifier in the Hull Materials Table. As with any other
vehicle, a ship’s armor value may be increased by increasing the
thickness of the hull and the superstructure, if any. Remember, there
is a maximum added armor factor for all vessels—tech level
multiplied by 5.

ELECTRONICS

Electronics must be added for communications detection, and
other purposes. Any communications or sensor device listed in the
Referee’s Manual may be installed aboard ship. In addition, the
sonar sensors listed below may be included in any surface or
submarine vessel design. At TL7+, sonar sensors may also be built
into air-dropable sonobuoys. Variable-depth sonars may be in-
stalled aboard surface ships, helicopters and grav vehicles, and
may be lowered beneath the thermocline layer from a ship or
hovering aircraft.

COMPUTERS
Computers may be added for navigation and control. Add com-
puters according to the rules in the Referee’s Manual.

CONTROL POINT REQUIREMENTS FOR
EARLY TECH VEHICLES

Early vehicles are much simpler in design and operation, and
therefore have greatly decrsased control requirements.

Vehicles of TLO-2 have no CP requirements. They are equipped
with “direct” controls (reins, tillers, guidelines, etc.) that are integral
to the various systems being operated.

At TL3-4, only three sections are included in the control point
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equation (step 8/2 on page 81 of the Referee’s Manual). The three
included sections are power, locomotion and environment.All other
sections either have negligible control requirements or are operated
via direct controls.

Normal masted sails incur no power or locomotion CP costs; they
are always handled via direct controls, no matter the TL of the craft.

CONTROL PANEL UNITS
(ADDITIONS)
T TL v m Pr CP

POWERED VESSEL CREWS

Calculate the number of crewmembers you need aboard your
vessel.

Gun Crews: For each gun, assign one crewmember per each 2
cmin gun bore. The minimum crew is one pergun. Reduce the crew
requirement per gun by two for each tech level higher than 6.

Missiles: One crewmember per mount if single shotor autoloaded
launchers are used; one per mount plus one person per 50 kilos of
missile weight if launchers need to be manually reloaded.

Torpedoes: Fourcrewmembers pertube forreloadable launcher,
one for each one-shot launcher.

ENGINEERING CREWS

At least one crewmember must be provided for each kiloliter of
power plantaboard a TL6+ powered vessel with apower plantofone
kiloliter or greater. If the vessel is fueled with solid hydrocarbons or
wood, at least two crewmembers must be provided for each kiloliter
of power plant. If the vessel is to be underway for more than eight
hours, enough engineering crewmembers must be provided to
stand two four-hour engineering watches every 24 hours. Engineer-
ing crew requirements may be doubled aboard a naval vessel to

Heavyweight( TL7) 250000

Distant (5 km)
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High speed/low speed will be discussed In a future issue of Chalienge.

PASSIVE SONARS
Woeight in tons by TL
Range 5 6 7 8 9 Price
1 20
Regional (500 km) 10.0 5.0 05 20000
Continental (5000 km) 10.00 1.0 200000

provide replacements for combat casualties.

Bridge: On merchant vessels, two senior officers, the masterand
first officer, plus an officer and crewmember for each watch. Naval
vessels have triple the number of watch personnel so that casualty
replacements are theoretically available.

Deck Department: Minimum of three crewmembers to serve as
lookouts on watch and handle maintenance, plus one additional
crewmember per 1000 tons fluid displacement. Triple the deck
deparntment’s size for naval vessels.

Sensor Operators: Dedicated sensor operators are only found
aboard naval vessels. Each sensor system requires three operators
so it can be crewed around the clock.

Steward: As detailed in the Referee’s Manual.

Security/Ship’s Troops: As detailed in the Referee’s Manual.

Medical: As detailed in the Referee’s Manual.

PRIMITIVE VESSEL CREWS (TL0-3)

Oar-powered craft must have at least one crewmember for each
oar. Up to four crewmembers may pull on one oar. If the craft will be
rowed for more than eight continuous hours, a relief rower must be
available for each oar. Sail-powered craft must have one crewmem-
ber per 10 square meters of sail in addition to the command crew,
gunners or ship’s troops. Primitive gun crews must include one
member per every kilo of each gun’s weight of shot (e.g., each gun
firing an eight-kilo shot must have eight crewmembers).

ACCOMMODATIONS

Calculate the volume, weight, and cost of accommodationsfor all
by the Vehicle Accommodations Table and accommodation rules
found in the MegaTraveller Referee’s Manual. Vessels under 100
tons may be treated as vehicles. Vessels of more than 100 tons are
treated as spacecraft in these rules. If the vessel is to be at sea for
more than 30 days, provide one kilogram of food and two liters of
water per day beyond 30 days.

In truly cramped vessels of TLO+, a more basic type of extended
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accommodation is available: the half bunk. The half bunk is eithera
light frame double bunk or a hassock with just enough space for the
individual's gear and provisions. Such accommodations are still
found on many tightly designed, low-tech spacecraft.

EXTENDED ACCOMMODATIONS

(ADDITION)
Type Pwr Vol Wi Cr
Half bunk — 6 25 25

All other accommodation ratings are the same as listed in the
Referee’s Manual, although at TLO-3, there are no power costs.

COST AND WEIGHT OF FUEL
(ADDITIONS)
The following additional fuel types are all Hydrocarbons. How-
ever, each type includes certain important properties that make it
distinct from basic petroleum-based hydrocarbons.

Consumption
Type Weight Price Rate
Solid hydrocarbons
Wood/biofibers 1.0 15 x5
Coal 2.0 75 x2
Additional hydrocarbons
Ethanol 1.0 100 x3
Methanol 1.0 30 x4

Consumption Raie: These new hydrocarbons are consumed
faster than standard hydrocarbons in order to release the same
amount of energy. Engines burning these fuels therefore use up
their fuel much more quickly. The consumption rate indicates how
much faster than standard hydrocarbons these fuels will burn. (For
example, if an internal combustion engine could consume one
kiloliter of hydrocarbons per hour, it would consume three kiloliters
of ethanol or four kiloliters of methanol in that same time.

Wood/iofibers and methano! are available on any world with a
carbon-based biosphere. Ethanol must be produced from edible
flora, and therefore is both more rare and more expensive. Coal is
usually available on any planet that has petroleum.

COLD-STARTING AND ACCELERATING
WITH STEAM ENGINES

All steam engines require five minutes to be cold-started. For
every 50 kilowatts of power output (or fraction thereof), they require
one additional minute. Therefore, a steam engine with a maximum
output of 100 kilowatts would require seven minutes to star.

In the event that a steam engine is not being run at maximum
output, it requires one minute to generate every additional 50
kilowatts of power that it wishes to add. Therefore, if a 200-kilowait
steam engine was running at only 50 kilowatts output, it would take
three minutes (of full fuel consumption) to increase its output level
all the way to the maximum of 200 kilowatts.

SUBMARINES

There are a number of design considerations for submarines that
do not affect surface vessels. These include ballast tanks and
buoyancy, pressure hull strength, minimal superstructure, peri-
scopes, snorkels and pumps.

Ballast Tanks: Submarines need negative buoyancy to sub-
merge and neutral buoyancy o stay at a fixed depth. When
completed, a submarine design’s weight should almost equal its
displacement. The submarine will float with only a small portion of
the hull above water. Include inthe design ballast tanks with enough
volume that when they are filled with water their weight added to the
weight of the submarine will be greater than the weight of the water
displaced by the vessel. Sea water weighs 1.02 tons per kiloliter.

As an example, a
submarinedisplaces
1000tons,andwhen
loaded with its ma-
chinery, crew, weap-
ons and fuel weighs
995 tons. Ballast
tanks are included
thathold 10kiloliters of water. Whenthese tanks are flooded, the sub
weighs 1005 tons and sinks because the weight is greater than the
weight of the water it displaces. When the captain reaches cruising
depth, he orders neutral buoyancy, and half the water is pumped out
of the ballast tanks and replaced with air. The sub weighs 1000tons
and displaces 1000 tons. li stays at a fixed depth. Later, the captain
decides to surface and blows out the ballast tanks with compressed
air. The sub’s weight drops to 995 tons, less than its displacement.
it rises to the surface and floats.

Pressure Hull and Maximum Depth: A submarine’s maximum
diving depth is calculated by muitiplying its armor factor by 15. The
result is the depth in meters a submarine can reach before its hull
risks cracking under pressure. For example, a submarine with an
armor factor of 10 can dive to 150 meters, while a sub with an armor
factor of 40 can dive to 600 meters.

Minimal Superstructure: The smoother a submarine’s hull
design, the quieter the sub will move while submerged. Conse-
quently, the smaller the superstructure the better. Most designs limit
superstructures to fin-shaped conning towers. In more advanced
designs, these retract withinthe hulland are only extended whenthe
subis surfaced. Allow 110% of the superstructure’s volume forawell
in the hull to house the superstructure when retracted. Unlike
surface ships, a submarine’s superstructure is included in its dis-
placement as well as its weight.

Periscopes: Submarines mount periscopes to enable them to
see above the surface while travelling submerged. These are long,
thin tubes that retract into the sub’s conning tower. Most submarines
mount at least two periscopes—one a night periscope with large
light-gathering optics, the other an attack periscope for daylight
attacks. The attack periscope is smaller in diameter in order to
reduce the chance of it being spotted.

The night periscope occupies 15 kiloliters of volume and costs
Cr1500. The attack periscope occupies 12 kiloliters and costs
Cr1250. Retractable radio and sensor masts may also be fitted to
enable the submarine to use its radios and make sensor scans
without surfacing. Radio masts occupy 10kiloliters, sensor masts 15
kiloliters.

Snorkels: Diesel-slectric boats may mount snorkel systems that
allow them to run their engines to recharge their batteries without
surfacing. Snorkels occupy 30 kiloliters and cost Cr1000.

Pumps: Submarines must have pumps in order to clear ballast
tanks and surface. Seethe section on pumps in this article for details
on pump capacity and size.

AIR CUSHION VEHICLES
Design air cushion vehicles according to the design sequence in
the MegaTraveller Referee’s Manual for vehicles with thrust-
based suspensions.

NAVAL AIRCRAFT

Many wet navies include a fleet air arm of fixed, rotary-winged or
grav aircraft. These may be shore or ship-based. They may fly off -
dedicated aircraft carriers and/or aircraft landing platforms on other
surface combatants. Helicopters and VTOL aircraft may fly off any
vessel with a clear landing platform large enough to accommodate
their rotor diameter or wingspan. Fixed-wing designs weighing less
than 30 tons that have been equipped with arresting gear may
operate from dedicated aircraft carriers, including submarines
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equipped with flight decks and aircraft hangars. Fixed-wing aircraft
equipped with floats may be launched from ships and submarines
by catapult or lowered over the side by crane for a water takeoff.
Amphibians and seaplanes are widely used as scouts, spotters and
patrol aircraft by moderate-tech wet navies.

A number of aircraft designs found in COACC are well suited for
carrier operations. They include:

Fighters: Laramie (TL7), Abilene (TL8).

Attack Aircraft: Chicago (TL6), San Diego (TL7), Port Stanley
VTOL (TL8), Seattle (TL8).

NAVAL ATRCRAFT FACILITIES

Flight Decks: Treat an aircraft carrier flight deck as a superstruc-
ture. Theflight deck volume should be calculated as being one meter
thick, times 110% of the ship’s beam (width), times the ship’s length.
Add 20% to the flight deck area (length times 110% of the ship’s
beam) if the flight deck is angled to allow simultaneous takeoffs and
landings.

Helicopter/VSTOL carriers may have a flight deck with the width
of 100% of the ship’s beam. Carriers may also have an off-center
island for command and control facilities as a second superstruc-
ture. The island may be retractable into a well in the ship’s hull (see
Minimal Superstructures) or may be lowered on tracks down the
outside of the hull. The elevating mechanism takes up hull volume
equivalent to 10% of the island’s volume.

Catapults: Catapults must be fitted if conventional jet aircraft are
to fly from a carrier. Carriers must have steam catapults if aircraft
take-off weights exceed 10 tons. Nonaircraft carriers may have
catapults to launch float planes.

Hangar Decks: Any vessal, aircraft carrier or otherwise, which
flies off aircraft must allocate enclosed hangar space for aircraft
servicing if aircraft are to be permanently based aboard. Allocate
120% of the total volume of the aircraft for hangar space.

Aviation Magazines: Sufficient space must be provided for
aircraft ammunition including bombs, rockets, missiles, torpedoses
and autocannon shells for the carrier’s air group. Provide room for
ammunition for at least seven days of combat operations by the air
group.

Aviation Fuel: Provide space to store enough fuel for at least
seven days of combat operations for the carrier's aircraft.

Helicopter/VTOL/Grav Vehicle Platforms: Nonaircraft carriers
may allocate flat, open, reinforced deck space for helicopter, VTOL
aircraft or grav vehicle operations. Each landing pad costs Cr10,000.

POWERED VESSELS

Ship design sequence, evaluation and checklist for powered
surface and submersible vessels.

1. Determine hull volume. Note basic hull price.

2. Determine hull damage points for inoperative (volume/15) and
destroyed {volume/6) values.

3. Determine hull material (wood, iron, steel, fiberglass, etc.).
Modify hull price with hull material price modifier.

4. Determine hull configuration (displacement, deep displace-
ment, planing, hydrofoil, etc.). Modify hull price with hull configura-
tion price modifier.
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5. Calculate hull weight.

6. Determine hull displacement as a fraction of hull volume
depending on configuration of hull.

7. Subtract hull weight from displacement. Difference is free
buoyancy available for accommodations, crew, weapons, passen-
gers, cargo.

8. Determine top design speed.

9. Calculate power needed o reach design speed using these
formulas:

A. R=VDxrf where VD is the square root of the hull's UCP
displacement and rf is the hull resistance factor found with each hull
type in the Hull Types Table.

B. P=RV2/2 where P is power in kilowatts, R is the hull's
resistance calculated in the previous substep, and V is the top
design speed. If you wish to calculate the power in megawatts,
divide the result by 1000 or calculate the power needed with the
formula P=RVZ2/2000.

10. Determine engine/power plant type(s). Calculate weight and
volume of engine units required to generate total required power output.

11. Determine engine/power plant damage values.

12. Determine power transmission agent (paddle whesls,
propeller(s), hydrojets, gravitic drive units).

13. Determine power transmission damage values.

14. Calculate effective power, determine if sufficient to reach
design speed, adjust if needed.

15. Calculate remaining available weight for components.

16. Add controls.

17. Add deck house(s) or other superstructures, noting added
volume, weight and price.

18. Determine superstructure destroyed damage value (vol-
ume/6).

19. Add weapons (and turrets), if any.

20. Add magazines for ammunition storage.

21. Add electronics (sensors, communicators).

22. Add computers.

23. Determine crew needed.

24. Add accommodations.

25. Add cargo space, if any.

26. Add passenger staterooms, if any.

27. Add life support.

28. Determine power needed for computers, sensors, controls,
accommodations, weapons. Subtract from power available for
propulsion. Adjust top speed if necessary.

29. Allocate fuel storage. Include fuel storage for any on-board
aircraft.

30. Calculate fuel consumption and vessel endurance and range
at fop speed, cruising speed (75% top speed) and idle.

31. Calculate loaded weight of hull, fittings, crew, accommoda-
tions, cargo, weapons. If total weight exceeds displacement, it will
sink. Redo dssign.

32. Rating.

33. List price.

34. List UCP hull tonnage.

35. List volume.

36. Calculate and list hull damage points.

37. List fluid displacement.

38, List weight.

39. Calculate total power in megawatts.

40. Calculate top speed (in kph).

41. Calculate cruising speed (75% top
speed).

42, Calculate slow speed (25%top speed).

43. Calculate endurance and range at top
speed, cruising speed, slow speed.

44. Calculate and list engine damage
values.
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Technology Overview

TL1: The ram, a metal covered underwater extension of the
bow, is the major antiship weapon. Ramming, boarding and
burning is the main antiship tactic at this tech level.

Catapults throwing stones or fire pots are mounted on some
galleys.

TL2: Smoothbore muzzle-loading cannon firing solid shot
with a maximum effective range of 200 meters (Very Long).

TL3: Chain shot to de-mast ships, grapeshot antipersonnel
rounds, and explosive shells are developed for smoothbore
muzzle-loading cannon. Effective range increases to 300 meters
(Very Long).

TL4: The first rifled breech-loading cannon appear, although
lack of recoil mechanism limits quick firing capability. The first
torpedoes are developed for launching from torpedo boats.
Mocred mines come into use.

Primitive armor, turrets appear.

TL5: Turret guns up to 14" (355 mm) developed with ranges
up to 30 km. Quick-firing recoil mechanisms for secondary
armament. Accurate optical range finders appear along with
effective coordinated salvo-based fire control. Armor-piercing
shells developed to defeat most armor. Aircraft first used on
ships initially as scouts and artillery spotters. Primitive subma-
rines appear firing steam-powered torpedoes.

TL6: Ultimate development in naval artillery occurs with
primary turret guns of up to 500 mm with ranges up to 120
kilometers. Radar-based fire control allows accurate night and
foul weather fire. Massed automatic antiaircraft cannon installed
to defeat air attacks. Dedicated aircraft carriers and naval
aircraft appear in large numbers, radically altering naval tactics.
By end of tech level, naval artillery platforms are relegated to
aircraft carrier escort and shore bombardment/naval gunfire
support roles.

Virtually silent, wakeless electric torpedoss are developed.
Submersibles are capable of extended patrols. Sonar sensors
and primitive acoustic homing torpedoes improve surface and
submersible vessel ASW capabilities by late TL6.

TL7: Increasingly accurate and powerful antishipping mis-
siles first supplement then supplant naval artillery in most ship
designs. Guns are used primarily in antismall-craft and shore
bombardment missions. Naval antiaircraft missiles appear first
for area defense then point defense against hostile aircraft and
incoming missiles. Massive fission-powered super carriers are
developed. Although their aircraft are potent weapons, these
ships are vulnerable to massed missile attacks. First true sub-
marines appear. Powered by fission reactors, their streamlined
hullforms allow virtually unlimited, high-speed underwater cruis-
ing. Sophisticated sonar sensors and wire-guided high-speed
torpedoes make submarines potent ASW as well as antishipping
weapons. Both underwater-launched ballistic and cruise mis-
siles appear.

TL8: High-speed computers, 3D radar sensors and vertical
launch systems turn ships into potent aircraft and missile Killers.
Improved sonar detection systems, minicomputers and light-
weight homing torpedoes with their own on-board sonar sys-
tems and microprocessors make the helicopter the primary
antisubmarine weapon.

Medium-caliber automatic cannon prove to be effective bom-
bardment weapens. Multibarrel, light-caliber, automatic cannon
are mounted as close-in antimissile/antiaircraft weapons back-
ing up point-defense missile systems. VTOL aircraft prove to be
versatile antishipping, antiaircraft and close-support weapons

capable of Hying from any open deck space, turning virtually any
ship into an aircraft carrier.

The first ship-borne antiaircraft lasers are mounted aboard
ship. Aircraft and submarine-launched antishipping missiles
become the main surface ship killers.

TL9: Mass drivers appear as shipboard bombardment weap-
ons. Ship-mounted lasers become increasingly accurate and
powerful close-in defense weapons, supplementing automatic
cannon. Fusion systems begin powering surface craft and
submarines, giving both unlimited range. Missile systems give
surface craft limited defense capability against satellites and
spacecraft in close orbit. Fire control systems are now fully
integrated into ships’ computer systems and sensor suites, and
disappear as distinct subsystems. The first air-rafts and g-
carriers are used as ship-to-ship liaison craft and for clandestine
over-the-beach troop insertions.

TL10: Antispacecraft missiles are loaded aboard submarines
in vertical launch tubes. Submarines must broach the surface for
accurate first-stage missile guidance to their targets in close
orbit. Blue-green lasers are added as close-in antitorpedo weap-
ons. “Blooming” of the laser beam caused by suspended solids
inthe water limits weapon effectiveness to less than 100 meters.

TL11: Improved launching systems, improved pressure cap-
sules and miniaturized guidance systems aboard buoys re-
leased from submarines enable submarines to launch
antispacecraft missiles from 100 meters or more beneath the
surface. This new capability makes submarine-launched
antispacecraft missiles a surprising and effective planetary
defense against hostile spacecraft and orbiting weapons plat-
forms. Meanwhile, missiles and beam weapons fired from orbit
force all but the smallest, least valuable naval assets underwa-
ter.

TL12: Improved armor technology enables submarines to
routinely dive to 4000 meters. Improved construction technology
leads to a wide variety of submarine vessels, including submers-
ible aircraft carriers equipped with VTOL aircraft, and amphibi-
ous submersible landing craft capable of beaching themselves
and crawling inland directly from the depths. Plasma and fusion
guns are mounted on small craft and on submersible assault
support ships as direct-fire support weapons. Antispacecraft
lasers are mounted aboard floats connected to a submerged
submarine. These floats are released and surface to fire upon
hostile spacecratft in low orbit.

TL13: Except for grav-propslled hydrofoils on safety and law
enforcement patrol duties, all Nautical Force Command craftare
now fusion-powered, grav-propelled submarines. Meson guns
are mounted aboard the largest submarines as mobile
antispacecraft weapons. Others function as mobile underwater
system defense boat tenders, servicing and supplying SBDs
that hide on the deep ocean floor. Advanced x-ray lasers give
submarines close-defense capabilities against hostile torpe-
does.

TL14: Submarines have unlimited dive depths. Miniaturized
fusion units and grav propulsion modules give torpedoes unlim-
ited range.

TL15: Grav propulsion modules and increasingly efficient
fusion power plants enable many submarine designs to have a
flight capability enabling them to make rapid transoceanic de-
ployments.

Some smaller models have a true sea-air-land triphibious
capability.

“Wet Navy” continued on page 37.
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By Lester Smith

.| otheworld at large, Abraham
B | Sylvester is known only as a
. reclusive billionaire (albeitone

| with a propensity for open-

handed donations to charity). But a se-
lect few individuals know Sylvester as
one of Earth’'s most cunning opponents
to the Dark Ones. The player characters
belong to that latter group. They are
each acquaintances or employees of

Sylvester, people who have worked with

him in the past to uncover Darkling plots

andthwartthem. The PCs have cometo
respect and trust Sylvester completely.

Now he has called them all together to

help him on a new investigation. He has

stumbled upon ablack marketininfants,
located in Miami, and has asked the
group to meet him there to check it out.

When the adventure opens, the PCs

have just completed their travel to Miami.-

They gather at their host's hotel suite for
dinnerandtalkthe case overwith Sylvester,

thengoto bedwithplanstogetstartedinthe -

moming. Butevildreamsdisturbtheirsleep,
and when they awake the next moming,
they find Sylvester missing. What's worse,
they are all spattered with blood, and they
discover that an elderly couple was mur-
dered during the night in this very hotel.

With no other leads 1o follow for solv-
ing the mysteries they face, the PCs
begin pursuing the black market. Each
day takes them closer to its heart, but
each night finds more murders and evil
dreams.

Soon, the PCs are ambushed by a

group that turns out to be Dark Minion:

hunters. A note the hunters carry—
signed by Sylvester—statesthatthe PCs
have beentakenover by the Dark Ones.
From that point on, the cycle continues:
The PCs grow closertothe criminalring;
they continue to have evil dreams; inno-
cents continue to die; and more hunters
come to kill them.

The secret to the mystery lies in two
main plots. The first involves the cobra
people and their black market ring. The

32 Challenge 54

otherinvolves dark elves who kidnapped
Sylvester and are toying with the PCs.
The dark elves are committing the mur-
ders, but they have captured an ET
device that puts the PCs into a deep
sleep, during which incriminating evi-
dence can be planted on them. To fur-
thertorture the PCs, they have replaced
Sylvester with a changeling who is out
recruiting hunters to destroy them, which
is, in a way, a third plot.

ideally, the PCs will solve both mys-
teries: They will find the lair of the cobra
people, and they will catch the dark
elves in their act. Of course, they may
instead decidethatthey really have been
taken over by the Dark Ones and simply
destroy themselves.

“RUNNING -
THE ADVENTURE

To run this adventure, the referee will
need to keep track of three different
courses of events: the PCs’ investiga-
tion of the Miami black market in babies,
the dark elves’ taking every opportunity
to do murder and blame it on the PCs,
and the changeling’s sending hunters
after the PCs. Keeping track of these
things is not as difficult as it might seem.
Basically, the referee should concen-
trate on the PCs’ progress toward solv-
ing the Miami black market mystery,
then insert episodes from the other two
courses as opporiunity arises. Most of
the explanation that follows involves the
black market mystery. But first, two short
sections detail how to graft the dark
elves’ murders and the Dark Minion
hunters’ attacks onto the course of that
investigation.

Note that Abraham Sylvesteris avery
rich man, and his employees (Silvers
and Randall) are authorized to use that
wealth in a good cause. As a result, the
PCs should have no lack of whatever
equipment they need. Really exotic
equipment might take some time to be
delivered, however.

THE DARK ELVES’
MURDERS

At one point in their past, Sylvester
and the PCs thwarted the plans of a
band of dark elves in New York City.
Those creatures have beenplottingtheir
revenge ever since. Recently, sixofthem
captured a sleep projecting device in a
raid on some humanoid ETs, and they
came up with a plan for vengeance on
the PCs. According to that plan, these
six followed Sylvester, waiting for himto
gather those people together again.
Once that group had rejoined, the dark
elves used the sleep projector to immo-
bilize the PCs while they kidnapped
Sylvesterand murdered some innocents
withthe PCs’ownweapons. Then, while
two of the dark elves took Sylvesterto a
safe place where they could create a
changelingversionof himandthen slowly
torture him to death, the remaining four
continued to follow the PCs, waiting for
another opportunity to put them all to

-sleep again and implicate them in an-

other murder. They plan to continue this
for as long as they can get away with it.

Ashasbeenexplained, the PCsallarrive
in Miami one evening, meet at dinner and
discusstheblackmarketcasewithSylvester.
The adventure actually begins on the next
moming, when the PCs wake up fully
dressed, withbloodspatteredontheirclothes
and with Sylvester missing. Asearch of the
suite reveals no bodies—to all appear-
ances, there has been no violence in the
suite. Further investigation of the hotel re-
veals that an elderly couple staying on the
floor above were brutally murdered in their
sleep. (Of course, if the PCs investigate
without cleaning themselves up first, they
are likely to be the primary suspects.)

All the PCs can remember of signifi-
cance from their talk with Sylvester the
night before is that he wanted them to
contact Lenny the Stooge at the Green
Flamingo Bar and Girill in downtown
Miami. Following up onthis lead will take
several days. During that time, the four
dark elves with the sleep projector will
be tracking them, waiting for other op-
portunities to put the PCs to sleep, bor-
row their weapons and murder more
innocents nearby. (The referee should
use his imagination for determining who
these innocents are, based upon the
PCs’location atthe time.) How success-
ful the dark elves are will depend on
what precautions the PCs take (guards
set, etc.). The referee should consider
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the dark elves as having a Stealth rating
of 8 in their attempts to put the PCs o
sleep. (Other stats for the dark elves are
includedonpage 220 ofthe game rules.)

If the PCs are canny enough, they
may eventually catch the dark elves at
their game. If Sylvester is still alive by
then, any dark elves that survive the
encounter will gladly trade Sylvester for
their own freedom.

Sleep Projector

This device looks like an overly large
bullhorn (nearly one meter in length). It
projects subsonic sound waves that lull
mammalian targets into a sleep so deep
that they can be moved about quite
freely with no danger of waking. Targets
that are awake at the time the device is
turned onthemcanremain awakeifthey
succeed at a Difficult test of Willpoweror
Constitution (whichever is higher). Add
+1tothe die rollfor each hourbeyond 20
that the target has remained awake.
Victims of the device wake naturally
after sleeping a number of hours equal
to 14 minus their Constitution rating.

The sleep projector has a range of 50
meters and projects in acone 25 meters
wide at its furthest end. Its effects canbe
projected through glass (such as a win-
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dow, which is how the dark elves typi-
cally use it), but the cone’s length and
base diameter are halved as a result.
The device has been designed as a
disposable model; it has enough energy
for 16 uses and cannot be recharged.

CHANGELING PLOT

Whilefourofthe dark elvesplaguethe
PCs, the othertwo have taken Sylvester
and are creating a type | changeling
replica of him (see pages 215-16 of the
game rules for changeling details). That
process will take them one day to com-
plete. On the second day, the change-
ling begins to contact Dark Minion hunt-
ers of Sylvester’s acquaintance and re-
cruitsthemto come huntthe PCs, claim-
ing that the PCs have been taken over
by the Dark Ones and are now Dark
Minions themselves. Alsc onthe second
day, the dark elves begin torturing
Sylvester to death. It will take them four
daystokill him (each day he receives six
wound points, and he heals none back).

Onthe evening of that second day, the
first group of hunters arrives in Miami
and begins looking for the PCs. Each
day thereatfter, another group of hunters
arrives as well. How soon any of these
hunters findthe PCs depends upon how

skilled they are and how many days they
have spent looking. The referee should
roll an Average test of the group leader’s
skill level once gach day, subtracting
one from the die roll for each day spent
in Miami afterthe first (make a mark next
to each group each additional day that
groupisintown). if thetestis successtul,
the group finds the PCs and attacks. If
unsuccessful, the group gives upforthat
day and tries again on the next. If more
thanone groupdiscoversthe PCsonthe
same day, the attacks will come sepa-
rately. In each case, the referee should
decide when the attack occurs based
upon the PCs’ actions for the day and
what seems dramatically appropriate.

Note that whenever the PCs defeat a
group of hunters, they will find evidence
revealing that the group has been sent
by Sylvester andthat Sylvesterbelieves
the PCs have become Dark Minions.
(This evidence might be a note in the
pocket of a hunter’s body, the explana-
tion of a hunter taken captive, or the
curse of a routed group.) In any case,
the purpose of these encounters is to
give the PCs more evidence that they
have been taken over and to add some
excitement to the course of their black
market investigation.



COBRA PEOPLE PLOT

Solving the cobra people plot actually
involves no great mystery. Basically, a nest
of cobra people has infiltrated the local
criminal underground and taken control by
the simple expedient of converiing that
underground'sleaderstoworshippers. Only
those leaders know that cobra people run
the show now—the rank and file of the
underground think things are going on as
always, except for the increased traffic in
black marketbabies. Thatincrease s, how-
ever, disturbing enough criminals {o make
the PCs’ job a fiitle more easy than normal.

Allthat is involved in solving this mys-
tery, then, is legwork. The PCs find a
contact, convince himtotalk, andthereby
learn the name of another contact one
stepclosertothetopoftheunderground’s
hierarchy. From there they continue 1o
the nextstep up, and so on, untitthey are
given the location of the underground’s
headquarters, in a warehouse on the
waterfront. Once there, the PCs wili en-
counter the cobra people.

The PCs can effectively meet with
only two people per day, given the time
spent asking around for those people,
travelling from location to location, and
conductingthe meeting. (Ifthe PCs make
an Quistanding Success at their roll
during an interview, however, they may
meet with another personthat day.) The
referee is encouraged to play these
meetings out.

The stages of revelation are as follows.

Stage One:
Lenny the Stooge

During his dinner with the PCs their
first night in Miami, Sylvester told them
he had set up a meeting with Lenny the
Stooge—a local confidence man and
pari-time stool pigeon—at the Purple
Flamingo Bar and Grill the next evening
at6p.m. Whenthe PCs getto the Purple
Flamingo, they find Lenny easily enough.
Getting himto reveal the name of some-
one one step higher in the organization
{(Mamma Andrews) requires a bribe of
$10 and an Average test of Bargain,
Interrogation, Persuasion or Human
Empathy. If these fail, an additional bribe
of $30 will do the trick.

Stage Two:
Mamma Andrews
Mamma Andrews appears o be a sireet
person, and she typically hangs out onthe
square inwhatusedto be downtown Miami

(before the megacorps moved downtown
Miami fo Miami Beach). Actually, she is a
bookie. A bribe of $20 and an Average test
of any of the skills mentioned above will get
Mamma to reveal the hame of someone
higher up (Weasel Willy). if these tests fall,
an additionalbribe of $50 willbring success.

Stage Three:
Weasel Willy

Weasel can be found hanging out at
the Loop D Loop club, a strip jointonthe
west edge of town. He is of mixed Cuban
and Irish blood, and considers himself
quite a ladies’ man. He works as a pimp,
and will constantly interrupt himself to
proposition any womeninthe PCs’ group.
Weasel wants $100 to give the PCs the
phone number of someone more “inthe
know" about the criminal scene in Miami
(Sam Weisenthal), but an offer of $75
and an Average test of any of the skills
mentioned above willloosen histongue.
So will serious threats of physical vio-
lence, but they will also bring an auto-
matic Dark Minion hunter attack today,
as Weaselwillbegin spreadingthe news
of the PCs around town.

Stage Four:
Sam Weisenthal

Weisenthal is the person who answers
whenthe PCs callthe phone number Wea-
sel gave them. He is a small-ime pusher
withcontactsinthe headquartersof Miami’s
criminal underground. For $150, he will
pass the PCs’ names along to his supplier
{(Ace). For $250, he will guarantee thatthey
get acallbackwithin 12 hoursfromthe time
he takes payment. A Difficult test of Bargain
will drop each price by $50. But first,
Weisenthal has 10 see the money, which
means the PCs have to meet him. He sets
up a meeting at an abandoned conve-
nience store in a deseried residential area
oftown. Weisenthal shows upforthat meet-
ing on a motorcycle. He is half an hour late
(he has been scoping the PCs out). As
Weisenthalrides away with theirmoney, he
tells the PCs they had better have a good
reasonforwantingto seethebosses, iithey

expect to get past Ace.

Stage Five: Ace
Weisenthal's contact is a woman who
simply goes by the name “Ace.” She calis
the PCsattheir hotelroomexactly 12hours
fromthe meetingtime Weisenthal originally
set with the PCs, and asks what they want
with the fop brass. Convincing herto setup

ameeting requires a test of Streetwise, Act/
Bluff, Bargain, or Persuasion, and the ref-
eree should setthedifficulty ofthe skillbythe
exactargumentthe PCsmake. Don'tmake
the tests o0 easy. i all else fails, an offer of
$1000 will pique her interest enough to set
up ameeting formidnight atthe warehouse
where the cobra people are nesting.

ENCOUNTERING
THE COBRA PEOPLE

When the PCs arrive at the abandoned
warehouse from which the cobra people
runMiami's criminal underground, theyfind
themselves outnumbered two-to-one by
guards and lieutenants. The lieutenants
insist on frisking the PCs, and they collect
any weapons the PCs are carrying. Then
the PCs are ushered inside.

Three cobra people are nesting here;
one of them comes forward to question
the PCs about their purpose in seeking
the meeting. (See page 216 of the game
rulesforadescriptionof the cobrapeople,
noting particularly their disguise abili-
ties.) After a few moments, regardless
whatthe PCs say, the interrogatorhisses,
“You lie! You die!” Immediately, the co-
bra people all extend their fangs and
attack (begin combat at phase 5, which
is the cobra people’s Initiative rating).
Most of their cronies stand by and watch
{o make sure none of the PCs escape,
but several prepare o advance on the
PCs, to make sure the cobra people
need only deal with one PC at a time.

But the dark elves are not about to be
robbed of theirprey so easily. As soonas
phase 4 begins (the dark elves’ Initiative
rating), the four of them who have been
following the PCs step through the door
and sweep their sleep projector across
one side ofthe room, being carefulnotto
hitthe PCs. Half the guards and lieuten-
antsfall asleep (providing a ready source
of weapons for the PCs), and the dark
elves leap into the fray.

STACKING THE DECK

Ideally, the combat shouldwork outso
that the cobra people and their cronies
are all defeated, and the dark elvesthen
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either turn to battle the PCs or run off,
depending upon how badly they have
suffered inthe fight. If the PCs are losing
atsome pointduring the battle, however,
the referee has a natural trump card to
swing the balance in the other direction.
That is, by this time a group of Dark
Minion hunters has unmasked the
Sylvester changeling. Word has gone
out that the PCs have most likely not
been taken over by the Dark Ones, but
have beenthe victims of a hoax. Conse-
quently, a group of hunters has been
shadowing the dark elves who have
beenshadowingthe PCs, andthis group
shows up to help the PCs out (aithough,
undoubtedly, the PCs’ first thoughts will
be that even more enemies have now
arrived, given the hunters’ earlier at-
tacks).

REVELATION

Once the batile is over, the referee
should assume that there are enough
clues lying about (sleeping cronies to be
interrogated, hunters to be questioned,
black market bookkeeping recordsto be
read) to pretty much solve all of the
mysteries the PCs have faced. If any of
the dark elves survive to be questioned,
they also revealthe spotwhere Sylvester
is held. Assuming that the PCs have
made the best use of their time in track-
ing down the cobra people and that they
are quiet in their approach to the dark
elves’ hideout, they will be able to res-
cue Sylvester while he remains alive.

Naturally, given the tangled nature of
the experience they have all just been
through, they will all undoubtedly be
ready for a vacation—at Sylvester’s ex-
pense, of course.

ABRAHAM SYLVESTER

Abraham Sylvesteris abillionaire who
devotes his money and energy toward
redressing the wrongs in his world. A
carefully groomed, middie-aged man of
average height and weight, Sylvester
has a quiet but forceful personality and
a passion for justice. Sylvester is no

stranger to violence and is well able to’

hold his own in a fight.
Experience: Veteran
Attributes: 6; Charisma 7, Empathy 4
Skills: 5
Initiative: 4

CHANGELING SYLVESTER

It looks-just like Sylvester, but it isn't
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him. It’s a type | changeling acting in his
place. Those who know Sylvester best
can sense that something is wrong, but
not enough to put their finger on any-
thing specific.
Experience: Veteran
Attributes: 6; Charisma 6, Empathy 5
Skills: 5, including Darkling Empathy
Initiative: 4

LENNY THE STOOGE

Lenny is a skinny, oily little man with
beady eyes, a pencil moustache and a
nasal voice. He tends to dress in stained
white cotton suits. Lenny will do nearly
anythingforabuck, aslong as hedoesn’t
have to expose himself to any real dan-
ger. He carries a switchblade for de-
fense, but has never really used i, rely-
ing on whining to get him out of trouble.

Experience: Novice

Attributes: 5

Skills: 2

Initiative: 1

MAMMA ANDREWS

Mamma Andrews looks like every
ancient bag lady the PCs have ever
seen. Butthat’s just a disguise. Mamma
has a comfortable apartment in a re-
spectable par of town, one she keeps
well furnished with her earnings as a
bookie. In her bag, Mamma carries a
billy club and a sawed-off shotgun (311-
R), for use when customers get too
pushy.

Experience: Experienced

Attributes: 5

Skills: 4

Initiative: 3

WEASEL WILLY
Willy is a cocky young pup of above

- average height and better than average

looks. He makes his living as a pimp and
considers himself God's gift to the la-
dies. Willy likes being pushy and obnox-
ioustothose he dealswith. He carries an
HS .22 pistol in a shoulder holster for
those times when his pushiness gener-
ates a violent response.

Experience: Novice

Attributes: 5

Skills: 2

Initiative: 1

SAM WEISENTHAL
A battle-scarred man in his mid for-
ties, Sam Weisenthal likes to project the
image of a Hells Angel sort of biker,

though he has never actually belonged
to any biker group. He is a quiet, icy-
eyed man, and has made his living sell-
ing drugs for over two decades.
Weisenthal carries a length of chain
(treat as club) and a DE .357 Magnum
pistol for self protection, but he is wise
enough not to use them uniess he has
no choice.

Experience: Experienced

Attributes: 5

Skills: 4

Initiative: 3

ACE

A small, lithe Oriental woman in her
late twenties, Ace is one of the cobra
people’s lieutenants and worshippers.
She is a tough street fighter, but knows
that the best armament is lots of allies at
yourback, so she seldomactually leaves
the warehouse where the cobra people
nest. Ace is the only one of the cobra
people’s cronies with an experience rat-
ing of Veteran. She carries a Colt Krait
for self-defense.

Experience: Veteran

Attributes: 6

Skills: 5

Initiative: 4

HUNTER GROUPS

Basic statistics for the groups that
come looking for the PCs are as given
below. The referee should arm them
randomly to make each group seem
different, but all will carry melee weap-
ons of some sorl, and the leaders will
carry small arms.

Group 1: One Experienced leader,
seven Novice followers.

Group 2: Two Experienced leaders,
five Novice followers.

Group 3: One Experienced leader,
three Experienced followers, one Nov-
ice follower.

Groups 4+: One Veteran leader, two
Experienced followers, two Novice fol-
lowers.

COBRA PEOPLE’S
CRONIES
Ace (see above) is the only Veteran-
levelfollower of the cobra people. Al the
others are Experienced and carry con-
cealed M1911 A1 pistols. Q

This adventure served as the basis of
the GenCon ‘91 RPGA event for Dark
Conspiracy.



“Wet Navy” continued from page 31.

45. Calculate and list power transmission damage values.

46, List maximum depth (if submarine).

47. List commo.

48. List sensors.

49, List offensive weapons.

50. List defensive screens.

51. List contrals.

52. Describe accommodations.

53. Others: Fuel capacity, aircraft fuel capacity, ammunition,
cargo capacity, subordinate craft and aircraft, stc.

WIND/MUSCLE POWERED VESSELS

1. Determine hull volume. Note basic hull price from Hull Table.

2, Calculate and list hull damage values.

3. Determine hull material (wood, iron, steel, fiberglass). Note
price madifier and modify price.

4. Determine hull shape. Note price modifier and modify price.

5. Calculate hull weight.

6. Determine hull displacement as a fraction of hull volume
depending on type of hull.

7. Subtract hull weight from displacement. Difference is available
weight for masts, accommodations, crew, weapons, passengers, cargo.

8. Determine sail configuration (square rig, fore and aft, combination).

9. Calculate fotal sail area. Calculate sail price.

10. Calculate forces on sails, maximum wind speed capacity of
full sails, and power output of maximum wind on full sails.

11. Calculate sail and mast damage values.

12. Calculate total number of oars and rowers.

13. Calculate total power output of rowers.

14. Calculate remaining available weight for components.

15. Add controls.

16. Determine crew needed.

17. Add accommodations, if any.
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18. Add cargo space, if any.

19. Add weapons, if any.

20. Add electronics (sensors, radios).

21. Add auxiliary power supply (auxiliary engine, batterigs, tuel
cells, solar cells, wind generator).

22, Add auxiliary engine(s).

23. Add fuel for auxiliary engines.

24. Total weight of hull, fittings, crew, accommodations, carga,
weapons. If total weight exceeds displacement, it will sink. Redo
design.

25, Calculate total price.

26. Rating.

27. List price.

28. List displacement.

29. List weight.

30. Calculate total power in kilowatts (based on sail area, sail
configuration and/or number of oars and rowers.).

31. Calculate potential speed for a number of wind speeds {based on
kilowatts of power modified by resistance of vessel using the formula
V2_P2/Ri where P is force in kilowatts and Rf is hull resistance.

32. Top speed (in kph).

33. Cruising speed (75% maximum sail load).

34. Auxiliary engine speed.

35. Calculate endurance of auxiliary engine.

36. List commo.

37. List sensors.

38. List offensive weapons.

30. List controls.

40. Describe accommodations.

41. Others: Fuel capacity, cargo capacity, subordinate craft and
aircraft, etc.

For the first part of the “Wet Navy” design sequence, refer to
Challenge 53.
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CHALLENGE

DIGEST GROUP PUBLICATIONS’
second 104-page volume forthe Mega-
Traveller alien series, Solomani &
Aslan, is scheduled to show at the end
of October. Numberthree of The Mega-
Traveller Journal (the first 104-page
issue) is planned to be in stores by the
Christmas season. The Al Basic Set
has been rescheduled for a February
1992 release. For more information,
contact Digest Group Publications, 515
Willow Ave., Woodburn, OR 97071-
2109.

WEST END GAMES’ October re-
leases include Creatures of Aysle (Torg
roleplaying supplement) and Death Star
Companion (Star Wars roleplaying
supplement). Also available are Cru-
cible of Pain (Torg adventure module)
and Gamemaster Pack (Star Warsrole-
playing supplement).

AVAILABLE FROM DELTAX GAM-
ING are World Emperors 1l {a strategic

game of conquest in a time-distorted
ancient/medievalworld), Shadow Lords
(afantasy game of battle between good
and evil), Star Quest (a long-term,
closed-end, SF game) and Subterrania
(entry level game of moderate interac-
tion). Write to Deltax Gaming, 548 Great
Hill Drive, Baliwin, Missouri 63021.

SIR-TECH SOFTWARE has an-
nouncedthe November release of Wiz-
ardry: Crusaders of the Dark Savant,
the sequeltothe bestselling Bane of the
Cosmic Forge. Also available is The
Playmaster’'s Compendium: The Offi-
cial Hint Book, a comprehensive clue
book for Bane of the Cosmic Forge. Sir-
Tech Software, Inc., a leading recre-
ational software publisher and manu-
facturer, also publishes Freakin’
Fuzzballsandthe classic Wizardrytitles.

SILVER GRIFFIN is a new roleplay-
ing game magazine for those inter-
ested in SF, fantasy and horror. Write to

Silver Griffin, PO Box 1751, Si. Paul,
MN 55101,

FASA’s recent releases include
BattleTech: Falcon Guard (Legend of the
Jade Phoenix Vol. 3), ClanTroops (boxed
supplementto Battle Troops), Prefect(Ren-
egade Legion boxed game simulating a
planetary invasion) and Unbound
{(MechWarrior 2nd ediition adventure).

AVALON HILL has announced Ade/
Verpflichtet(aboardgame) and Bar Wars,
asupplementfor Tales fromthe Floating
Vagabond (“ludicrous adventure in a
universe whose natural laws are out to
lunch”).

Challenge Briefs describes gaming
news and releases from a variety of
publishers. Announcements should be
sent in at least four months before a
product is released, if possible. Write to
Challenge Briefs, PO Box 1646, Bloom-
ington, IL 61702-1646 USA.

ENLIST NOW!
FOR A NEW STYLE OF ADVENTURE!

How many times have you played a wargame, read a

The

Scroll

A Quarterly Pubhcatlon
Dedicated to the World
of RolePlaymg Gaming.

history book, or seen a war movie and said to yourself,

“What was it like to go over the top at the Somme, move
through the hedgerows of Normandy against the dreaded
Waffen SS, or go on a search-and-destroy mission in Viet-
nam?”

Well, here is your chance to find out! The 20th Century
Tactical Studies Group WANTS YOU to partidpate in WAL/
VAWI/ Vietnam reenacting. This enjoyable hobby of recre~
ating the pivotal battles of this century, with the actual use
of original uniforms, weapons and vehides of the pericds.

O 1year membership $15.00
Q 2 year membership $2500
Q 3 year membership $35.00
Q Lifetime $30000

NOTE: Membership includes subscription to BREAKTHROUGH magazine,

membership card, patch, and rdes.
20th Century Tactica Studies Group
PO.Box 945
Cape Girardeau, MO 63702-0945
(S14) 631-4876 (evenings)
BECOME A PART OF ONE OF THE FASTEST GROWING
HOBBIES IN AMERICA!

38 Challenge 54



FROM WEST END GAMES

CONTINUE THE STRUGGLE
AGAINST THE EVIL GALACTIC .
EMPIRE WITH THE

AND GAMEMASTER KIT

Features:

» UPDATED GAMEMASTER SCREEN

Includes data from the Star Wars Rules Upgrade and
~ the Star Wars Rules Companion.

¢ A COMPLETE CAMPAIGN AND SECTOR

An eight-episode campaign to free Trax Sector froni
the grip of tyranny.

« STAR WARS MINIATURES BATTLES SCENARIO

E’M’PIRE"S’” |
WEAPON WITH

DEATH STAR

TECHNICAL COMPANION

# 40008

Available from B. Dalton, Waldenbooks
~and other fine hobby stores.

X ®,™&© 1991 Lucasﬁlm, Ltd. Al Rights Reserved.




Join The

MegaTraveller 2:™ Quest For The Ancients is science-
fiction role-playing. An infinite universe, filled with fantastic
possibilities, awaits exploration. With over 100 distinctive
worlds to visit, awesome adventures, perplexing mysteries
and bizarre aliens, MegaTraveller 2 makes you the hero —
or villain — of an interstellar epic only your wildest imagina-
tion could conceive.

Based on the classic role-playing system from Game
Designers Workshop, MegaTraveller 2 explores a popular
theme from the RPG’s illustrious history: the fate of a quasi-
mythical race of superbeings who vanished 300,000 years
ago. Can you and your team of intrepid explorers discover the
answers, and save a dying world, in time?

For IBM-PC/Tandy/compatibles. For the latest information on release dates and availabilities, cal
Paragon Customer Service at 412-838-1173, 9 am to 5 pm EST, weekdays. © 1991 Paragon

Software and Game Designers Workshop. MegaTraveller 2: Quest for the Ancients is produced
under license from Game Designers Workshop.

+ Features a graphic intensive, icon-driven interface.
Revolutionary, three-level zoom in/zoom out feature.
Innovative new role-playing engine lets characters speak
for themselves and automatically perform tasks they
do best.

» Advanced character generator supports male or female —
Human or Vargr — characters. Choose from over 100
skills and abilities.

+ Non-player characters have distinctive personalities and
unigue objectives. State-of-the-art graphics and
animation bring each encounter to vivid life.

« Exciting interstellar combat and navigation sequences put
you at the helm of a powerful starship.

* Intuitive combat, on ground and in space. Characters react
automatically and intelligently to crises, according to
abilities and firepower.

.S’oéturate

Marketed by MicroProse Software, Inc. « 180 Lakefront Drive, Hunt Valley MD 21030 + (301) 771-1151
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All you need for:

@ Roleplaying Games

® Wargames

® Boardgames

® Computer Games
® TV Games
® Dice Games

® Puzzles

GAMESMAN will cover every aspect of the colourful and varied games industry as never before.
Whether you play Dungeons and Dragons, Railway Rivals, or Exodus Ultima, you'll find plenty of hot
news, useful reviews, and crucial interviews that add that extra dimension to your games. Whether
you spend your leisure time with a joystick in your hand or a character in your mind, or if you just
enjoy the odd evening's entertainment around the dining-room table, you can't be without
GAMESMAN if you want to be in the know about the best games on the market.

Gamesman: For the games people play.

Rolling in to your newsagents and better games shops. }v\ 4
7
RESERVE YOUR COPY ~—~"

NOW! 4
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he war with the Kaf-

ers has been incon-
‘ Z clusive. But the Kaf-
ers seem to be gain-

ing ground, advanc-
ing technologically thanks to the
new equipment provided by the
Ylii. Frightened by that prospect,
aclandestine organization within
the Frenchgovernmenthas con-
tracted with the Pentapods to
develop a new type of human,
one capable of defeating Kafers
on their own terms. (See page
47 for the PCs to be used in this
adventure.)

Unfortunately,the PCs’names
turned up on a list somewhere,
and their services were “volun-
teered” for experimentation.
They were told only that they
were needed for a highly secret
and patriotic mission, and that
their services would be re-
warded. The next thing they
know, they wake up aboard a
Pentapod ship, a living organ-
ism in space. They have been
almost completely changed:
They are now four-foot-tall,
meter-wide parodies of human-
ity. Their perceptions have been
warped to save them the shock
of actually seeing the changes
that have been wreaked upon
them (thus, all measurements
given are relative to the PCs, not
to reality).

Asearchofthe shipwillreveal
that the vessel is deserted—ex-
cept for the PCs—and is coast-
ingindeepspace. The Pentapod
ship is dying—even the ship’s
maintenance bic-constructs are
dead, littering the vessel. It is
shutting down, has a limited
amountof power, and haslost all
long-term memory, as well as
internal repair systems and pe-
ripheral life-support. All escape
pods have been jettisoned, and



no small craft are left in the launch bays. The PCs canonly makethe
ship do immediate things that use instinct programs—they can
activate the stutterwarp engines (they have no real navigation
capability; it's a matter of point-the-ship-and-pray) and use the ship’s
equipment (such as communications, sensors and weapontry).

While the PCs explore the ship, a few other abandoned inmates
willwake up and prowl around-—a group of Kafers kept around to test
the new humans. Neither side has any weapons other than their
bare hands/claws, but the new humans can squash a Kafer without
much trouble (they’re unbelievably strong and tough now). Alethal
game of hide-and-seek ensues as the two sides battle for control of
the ship.

Just as the last Kafers are dealt with, the PCs’ ship is attacked,
sustaining damage to the midsection! The attacker is ancther
Pentapod ship, closing in with the apparent intent of destroying the
already crippled space creature. The PCs must fight back or die,
because the Pentapods answer no communications attempt and
continue o attack the damaged ship. With clever weapons use, the
PCs can drive off the other ship.

Anunidentified starsystem isfairly close by, andthere’s encugh power
to stutterwarp the dying ship to it. If the PCs reach that system, they will
be intercepted by a human privateer in an armed merchant ship. Horror
of horrors, the creatures aboard it are hideous alien parodies of humanity,
all talf and spindly (they are real humans, but the PCs’ warped percep-
tions don't see it that way). These alien creatures react in similar horror,
because they can see what the PCs really look like, and they attack. A
desperate fight decides who owns the ship.

Radio traffic in the system proves that the system is inhabited by
humans, a French military outpost! By this time, the PCs have
proven their superiority in battles against Kafers, Pentapods and
humans—and they may have realized that something is very wrong
with them. If they take the privateer ship off into space, congratula-
tions! They've won, because they survived. If they go to the military
outpost, they'll be destroyed—the French invite them to shuttle
down and send a shuttle full of explosives.

Why this wish to vaporize the PCs? The war with the Kafers is over,
for now—a major push mashed the bugs back to their own stars. The
need for these new humans is gone, and the French and the Pentapods
are. trying to tie up loose ends—neither conspirator needs the kind of
publicity these new humans would generate if they lived.

PLAYER INFORMATION

You each wake with a vague, fuzzy feeling of disorientation. All
you remember is that you “volunteered” for a secret mission to fight
the Kafers. This mission is of the utmost importance, and great
rewards await you upon its completion.

You are lying in a sweet-smelling, soft bed. Something warm and
moist presses against your faces and body, like a hot towel laid over
you. You can hear nothing except a low, long pulsing sound every
minute or so. Do you wish to get up? The wet, fleshy blankets over
you curl back when you push them. You are all dressed in minimal
underwear, made of slightly stretchy, tough, fibrous, flexible mate-
rial. You have no shoes, but the floor feels comfortable.

You are in a room with maroon walls and ceiling shot through with
blue veining. The floor is dull pink-white, and feels like hard rubber,
slightly ridged for good purchase. The room is perhaps 12 meters
across by eight meters long. Dim light seems to radiate from the
ceiling. The only furnishings are the half-dozen open coccons,
resembling Pentapod stabilizer units.

A pink-colored double-door at one end of the room is closed, and
there are no visible knobs or handles on it. The atmosphere is
breathable, but stuffy, and smells slightly of decay.

If you wish to examine the doorway, it opens automatically as you
approach, the panels curling back to make a two-meter-wide
opening. The doors appearto be flat muscle; once opened, they lock
up, clenching and turning slowly blue-purple.

Thehaltwayoutside
is a sickening pumple-
pink, aboutfourmeters
wide and stretching off
to the right and left.
Thelightingis very dim,
emanating from glow-
ing bulb-like ceiling
projections at four-meter intervals. The ceiling is high and curved,
strengthened by ribbed supports at 10-meter intervals. The floor is the
same composition and texture as the room you came from. The airisn’t
quite as stufiy, but the smell of decomposttion is stronger.

if the PCs decide to sit down and do nothing, they will eventually
fall asleep and die: The walls slowly change colortoward the darkest
blue-purple. The air grows fetid and rank, filling with carbon-dioxide
and the stench of busy bacteria. The door uncurls and hangs limp
as the lights fade to darkness.

If the PCs head down the corridor, they find themselves headed
for the stern. If they go left, they head toward the bridge. Either way,
they encounter ather rooms, monitoring stations, etc.: As you walk,
the lighting gradually grows stronger. Other doors begin to appear
on the same side of the corridor as the room where you awoke.
Some of the doors are open, some are not. Peering into several of
the open rooms, you can see things resembling sunken baths filled
with stinking, fermenting slime, some obvious but seamless lockers,
looking more like grown things than manufactured items, and
furnishings protruding from the floor—meter-tall, coffee-table-sized,
flat surfaces of varying sizes. The walls and furniture are allthe same
blue-pink color, shot through with blue veining.

Opening unopened doors reveals rooms featuring strange items:
More “stabilizer pods” of all sizes and shapes, bee-hive-like struc-
tures (most of the compartments filled with curled-up, tentacled
dead things; the stench here is unbearable). One door apens to a
long, dark corridor that leads to a small room featuring a wall that is
a window—this window looks out inio deep space, an unfamiliar
star-scape. The window is hard and cold, so cold to the touch that
it almost freezes fingers to it.

Some doors will not open, and you can'ttry to force them, for there
are no seams where you could gain purchase.

Something lurches down the corridor toward you. It seems to be
walking, but drunkenly, weaving from side to side. It looks like a
combination of crustacean and land-walking octopus, stumbling on
six tentacles. It's about a metertall and has no visible sense organs,
or even a mouth. It makes a strange sucking noise as it wanders
toward you, but abruptly falls and collapses. lts tentacles twitch and
then go limp.

The PCs may examinethefallen organismictheirliking. ltisone ofthe
internal-function organisms of the ship, and it's dead. Each tentacle
ended in a mouth; it was a floor-cleaner, licking residue off the floor and
collecting it for reprocessing. If the PCs handle it too roughly, it vomits its
collection all over them in one last muscle spasm. Yuck!

As the PCs continue to explore the ship’s living quarters (the rcoms
with the slime-baths), growth labs (with the stabilizer pods) and internal
organism storage areas (the places with the beehives), they meet more
aquatic-looking corpses, all small, all grotesque, and all very dead and
very smelly—the place begins to take on the aroma of a fish-market.

The doors that won't open lead o escape pods and small craft
bays—the pods and small craft aren’t there anymore.

Eventually the PCs are going to wander into a vital area, still alive
and ticking: a gunnery station, the bridge or engineering. Unless
they wander completely around the ship to the starboard side, they
won't find the Kafers waking from their captivity.

GUNNERY STATION
One door is brightly marked with a series of red bands. It opens
as soon as you push it—the door-muscle is thick and tough. The
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walls are pearly and hard, and meter-tall consoles stand before each
wall. The tops of the consoles feature simple touch-pads, which are
a bit low, but still comfortable for use. Touching any button on any
touch-pad makes the pearly-hard wall opposite it light up, showing
deep space with target roundels (you know, circles inside circles,
like a target} in the center of the wall-screen, for such it seems to be.

There are very few buttons on the touch-pads, and with some
experimentation, you find that several of them move the star-scapes
around the roundels, like a video game. One button glows abruptly
red when you touch it; if you touch it again, there is a flash on the
screen, and the button stops glowing. It's no great feat of intellect to
identify this place as a gunnery room.

ENGINEERING
The room at the rear of the ship is huge, welllit, and filled with
machinery. The assemblage resembles stutterwarp drive machinery,
although itis subtly changed, rounded and streamiined. There are nowire
orpower connections; instead, the drive machinery seems to be directly
grown into the ship, with living connections and power conduits. Several
consocles, similar to the ones found in the gunnery station, stand before

pearly viewscreen walls. You seemto understandthatthe symbolsonthe .
console touchpads are concerned with arcane and inexplicable engi-

neering functions. Henri can translate some of them.

Task: For Henri to call up engineering data.
Difficult. Ship Drive Engineering. 3 minutes.

all that is in good shape. Very little power is left in the reserves,
perhaps enough to move half a light-year. The normal reaction
drives have almost no power and life-support is slowly powering
down. The main “power plant”is completely shut down, and the ship
is working on battery power. (No, Henrihas nc idea howto reactivate
the power plant. It doesn't look possible.)

BRIDGE

The bridge is a large room (20 meters by 15 meters). Three wal/s'

appear to be some hard, pearly material. The fourth wall, looking
forward, is a huge window. A half-dozen small meter-high consoles
outfitted with complex touchpads stand facing various walls; two
face directly forward, looking like helmsmen’s posts.

The touchpads are defined in Pentapod writing, which you seem
to understand instinctively (that is, you know what the glyphs mean,
but you would be hard put to translate). Most of the consoles seem
to be information-oriented; one of the forward consoles is definitely
concerned with navigation and piloting the ship, while the other
controls engineering and gunnery.

Task: To determine the ship’s navigational position.
Difficult. Pilot, Int. 90 seconds.

The ship is between systems and has been for awhile. The last
navigational program entered into the helm was a directive to head
straight out into deep space. The computer seems to have no idea of the
passage oftime and has to struggle to even rememberthat last directive.
Atthe moment, a star system is about 1/5 light-year away. Unfortunately,
there is no memory in the computer to identify it from star-charts.

Task: To activate the stutterwarp drives and point the ship in the
right direction. Difficult. Pilot. 5 minutes.

Referee: If all goes well, the drives will have the ship cruising
through the star system in about four hours.

Task: To call up computer readouts of the ship’s status.
Routine. Int. 30 seconds.
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The ship is in terrible shape. The normal-space reaction engines
(maneuvering drives) are dead, the power plant is completely shut
down, life support is failing in peripheral areas, the only power left is
diverted to vital spots, and the computer/brain is losing function. In
short, the ship is dying. Its last instruction was to shut down!

No information about the ship’s past can be found in the memo-
ries; that data has been lost as the ship shuts down.

Task: To monitor the inside of the ship.
Formidable. Int. 6 seconds.

Turning the internal bio-monitors on reveals little (most of the
monitor nodes are already dead, as are the internal bio-organisms
that supplement them). But they do reveal motion in the starboard
areas of the ship/!

KAFER CLASH

While the PCs have been exploring, another group of castaways
have awakened. Eight Kafers were stored on the opposite side of
the ship. Two officers are with them, one of almost human intellect
(even when he's not working on adrenalin—wait until he gets
frightened!). The officers have been trying to wake the soldiers, but
there are no pressing dangers and the vitalized intellects soon dull.
To make matters worse, the officers don't have anything to clobber
the soldiers with except their bare pincers.

If the PCs don't explore the starboard side of the ship first, the

. Kafers find them, either at the bridge or in engineering. A pair of
If Henri succeeds in defining some engineering data, this is what
he learns: The stutterwarp drives are in good shape, butthat's about’

Kafers will approach the doorway and peer in; unless the PCs
posted someone to watch the door, they won't see the Kafers. Roll
1D10. On a 1-2, the Kafers are frightened and gain intellect after
about 10 seconds. They then split up, one going to fetch the others,
while the second one hides by the doorway to ambush anyone
coming out. On a 3-8, they stand there dumbfounded until somecne
notices them. On a 9-10, they experience a flash of actual thought
and slink off to report the incident to the officers.

It the PCs explore the starboard side of the ship first, they meet
the Kafers stumbling around after emerging from stasis: You see
something moving ahead. It could be another of the strange dying
creatures—but it’s not quite the right shape and seems bigger in the
dim light. As you approach, you see another one behind it. They
don’t seem to see you. When you're about 10 meters away, you can
realize they're Kafers—sort of. They're way too tall and spindly to be
regular Kafers, almost twice your height and somehow fragile-
looking. At this point, the PCs have the advantage. The ship’s lights
are too dim for effective Kafer vision—the pair doesn’t even see the
PCs. If the PCs make much noise, there's 50% chance the Kafers
will hear them (footsteps make little sound on the rubbery floors). If
the PCs want to ambush the Kafers, they may strike the first blow
without Kafer response—after that, it's every being for itself. Of
course, ifthe PCs want to sneak away quietly and plan, they can, the
Kafers never the wiser.

Wherever they meet, if the PCs and Kafers end up fighting, the
sounds of combat will attract the other Kafers in a minute. If the PCs
don't see the Kafers first and the other Kafers come to do battle, the
fight will be between eight stimulated Kafers (the officers have been
rather free with their fists) and the surprised PCs.

The Kafer officers aren't stupid, and they see the PCs as they
really are: short, wide, ugly and formidable—worthy opponents. If
the PCs succeed in killing or knocking out a couple of Kafers, an
officer sounds the retreat and the Kafers run off, faster than the PCs
can follow on their short legs.

The Kafer leader then takes up guerilla warfare, positioning his
forces in two equal-sized groups with an officer in charge of each,
waiting to ambush the PCs. They will use tricks: Hiding in doorways;
furking in the foul pools in the rooms; sending a single aroused Kafer
out as a decoy, then having him flee in simulated panicto draw afew



PCs into an ambush. One group will definitely be sent on a flanking
maneuver, through engineering, to strike from the other flank. Don’t
worry about mapping out the confrontations; the ship is so large that
the Kafers have plenty of room to maneuver. Their only limit is the
fact that the ship’s living areas are divided into the port corridor (and
the rooms attached to it), the starboard corridor and its rooms, the
engine room at one end and the bridge at the other end. There’s
more to the ship than that, of course, but the cargo and boat bays
below can’t be reached at the moment.

On the way through engineering, the Kafers stop to try to
dismantle parts of the engines for weaponry! This action registers all
sorts of pain sensors on the bridge, alerting the PCs there to the
danger. They will have to drive off the Kafers before they blow up the
ship or shut down the stutterwarp drives.

A NEW PROBLEM

The PCs have tokill all the Kafers. The bugs won’t sue for peace, -
fighting to the last, er, man. After the PCs have won (and perhaps -
sustained a few wounds themselves), give them a few minutes.
before: The ship shakes violently, throwing you off your feet. As you
" prevented the spread of the weapons’ deadly cargos.

struggle to regain your footing, the ship shakes again, less violently.
There is a sound too familiar o space warriors, the noise of
momentary decompression.

PCs on the bridge or in a gunnery station can see what is
happening. A strange, pearl-pink creature is matching course with
the ship. It resembles a squid to some extent, with a grayish shell
covering its nose, broken only by a glowing golden dome, like a huge
compound eye. lts tentacles trailbehind in a streamlined mass, each
arm tipped with what appears to be a thruster jet. As you watch, light
beams stab out from the peculiar creature and your ship shudders.
The wall displays tell the story: You're under attack!

What the PCs do not know is that the creature cruising alongside
them is a dead ringer for the ship they’re in. They are under attack
from a Pentapod battlecraft, the size of a battleship (but only armed
like a cruiser). The PCs may use their ship’s weapons from the
bridge, trusting automatic responses, or they may take control of the
guns from one of the gunnery stations (there are two on the
starboard corridor and two on the port corridor). While they franti-
callytry to activate the weapons, the other ship continues to take pot-
shots, trying to destroy the engine room.

For purposes of gunnery, assume that both ships are within the
same 600,000-kilometer hex. Actually, they’re separated by about
one kilometer, making this a completely point-blank range battle!

Task: To activate the ship’s weapons from the bridge.

Difficult. Gunner. 1 minute.

Referee: If the weapons are activated, the ship starts replying to
the attack, firing one weapon per turn with a Gunner-0 skilllevel. Roll
1D10 to determine what kind of weapon is fired: 7-56: 1x1 laser 6-9:
5x1 lasers 10: Death missile.

Task: To use ship’s lasers from a gunnery station.

Routine. Gunner. 30 seconds.

Referee: Once a gunner has figured out how to activate the
lasers, he may fire either x1 laser at the enemy using standard
gunnery rules, or he may make the gunnery task a Difficult one and
fire a 5x1 laser group at the enemy. Up to three gunners may man
lasers at any one gunnery station.

Task: To prepare and fire a death missile.
Difficult. Gunner. 1 minute.

Referee:Agunner working at a gunnery station may try to usethe

toxin missile controls at the station. He has to puzzle out the correct

touchpad sequence and define the target correctly; this is repre--

sented by the task. If successful, a death missile is launched at the
enemy. Adeath missile is self-targeting; at this range, it hits on a roll

. succeeding on a roll

of 5+. The enemy will
try to shoot it down,

of 7+. If a death mis-
sile hits (and if it gets
past the armor), roll
1D10 each turn, per
missile. On a5+, the

. enemy ship dies. Completely. Along with every life-form on board.

The enemy ship is a husk, filled with dead meat.

DEATH MISSILE
The death missile is a stutterwarping, living organism that carries
millions of tiny submunition spores loaded with a devil's brew of short-
lived viruses and organic poisons. Any carbon-based lifeform with a
circulatory system dies moments after being hit by one of these spores;
this includes Pentapod living ships. There is no antidote since a hospital
of antidotes couldn’t cover every poison and virus included in-a single

. spore submunition. The PCs’ ship has been death missiled repeatedly,

but its own slow death has stopped the outer circulatory system and

DAMAGING THE ENEMY

The enemy Pentapod is a fairly large ship. It has 50 hull hits and
an armor factor of 4, thanks to its shell. Armor prevents damage; any
weapon hitting an armored ship mustroll 1D10higherthanthe armor
factor of the ship to damage the hull. Surface features such as
sensors, thrusters and weapons mounts are not protected by
armor.)To drive it off, the PCs have to do 25 hits worth of damage to
it, or hit it with a death missile.

In the meantime, the PCs are in danger. Roll 1D10 every tumn to
determine what important damage occurs: On a 1-7, nothing vital is hit.
Onan8,thebridgeis hit. Rollforone PC atrandom onthe bridge to sustain
crewmemberdamage. Aresultof 9 means gunnery station hit. (There are
four gunnery stations; roll at random to see which one is hit. If there are
PCsinthatstation, they all suffercrewmemberdamage, +1tothedieroll.)
Aresult of 10 means engines hit. (Test for engine failure; there is a 10%
cumulative chance per engine hit for something irreplaceably vital o be
hit, which kills the stutterwarp drives.)

RESCUE SHIP
Should the PCs manage to drive off or kill the Pentapod ship
without sustaining critical stutterwarp engine damage in the pro-
cess, they can continue their voyage to the nearby star system (this
system is actually DM +27 28217, an occupied system and French
outpost) and try to find habitable worlds.

Task: Using the ship’s sensors to scan the system.
Difficult. Sensors, Int. 6 minutes.

Success indicates that the PCs have swept the system and found
nothing even resembling a habitable world, just some asteroids and
planetoids. However, one planetoid is broadcasting radio traffic, and
there is a gravity-disturbance resembling a stutterwarp drive in
action about three million kilometers away, headed their direction at
a warp efficiency of about 1.5. If the PCs are not successful, they
learn little, trying to puzzle out how to make the sensors work. By the
time they’d get to try again, they have company.

The other ship parallels your course, drawing to within visual
range. It's heartbreakingly familiar—an old, use-streaked Anjou-
class freighter! It flies alongside, making no maneuvers, as if the
crew is studying you. Tocommunicate withthe new ship, the PCs must
find and activate the communications network of the perishing vessel.

Task: Using the communicators.
Routine. Communications. 30 seconds.
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The communicators are not working perfectly; the link is sporadic
and filled with static. Furthermore, there is no visual signal, only
audio (the ship’s pretty far gone, and that battle didn’t help it any).
The voice on the other end speaks French with a slight twang to it,
and is strangely high and squeaky. “Hello, alien vessel. This is the
SS Bounty. Can you hear me? Please respond.”

if the PCs ask where they are, the Bounty's mantellsthem, “Inthe
DM +27 28217 system. Didn't you know that?”

if the PCs tell the Bounty they are in need of assistance, they are
directed to turn off their stutterwarp drive and stand to for docking.
Otherwise, the Bounty's man requests them to shut down and stand to
for docking so they.can investigate the strange and unique vessel (most
Pentapod ships look like fish—this is alarge battlecraft). Either way, if the
PCswantto dockwiththe Bounty, they have totake amomentto discover
where the docking bay is aboard the alien craft.

Task: To prepare the ship for boarding.

Routine. Pilot. 1 minute.

Referee: This shuts off the stutterwarp drives, stops the ship’s
spin and putsthe interior into freefall (the entire craft has been rolling
to create a gravity simulation; the PCs have been walking on the
inside of outer shell) and opens the docking bay amidships.

MUTATION ON THE BOUNTY

lfthe PCs dont wantto be boarded by the Bounty's crew, they can
change courseto preventit. The Bounty willtake umbrage and open
fire with several heretofore concealed weapons:two double x1 laser
turrets, a masked x3 particle gun mount, and a 5 x1 laser array, with
+1 ship's targeting. Obviously, this ship is only an Anjou on the
outside. Roll for damage on the PCs’ ship as before.

If the Bounty's crew boards the PCs’ ship, or the PCs board the
Bounty, a new horror becomes quickly apparent. The crew of the
Bounty looks human. Sort of.

The Bounty has obviously been taken over by aliens! They look like
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thin, spindly, strefched-out parodies of humanity—easily three and a half
meters tall—shouting with squeaky, high voices when they see you. And
they're armed, carrying guns that look vaguely familiar. One of them
points an instrument at you, and a bright photo-flash fills the room.

The half-dozen crewmembers who meet the PCs (either on the PCs’
shiporonthe Bounty) are armed—two have Model 57 9mmpistols, three
have M-2 assault rifles and one has a Model 10 riot gun. They wear
nonrigid armor vesis. They’re terrified when they see the PCs—test for
panic. If they don't panic and run, they open fire. One of the Bounty
boardingcrewmembersis aVeteran NPC;the restare Experienced.One
Bountycrewmembertook a picture with a self-developing digital camera;
it prints out a photo at the touch of a button.

The aliens gape, their long, skinny mouths opening inhumanly
wide. Some run, some level their weapons at you and fire/ The PCs
must fight or die; the range is not long, perhaps 10 meters. lfthe PCs
grab the guns, they can use them, although they seem large and
ungainly. If they defeat the Bounty crewmembers, they can invade
the Bounty. There are only another five crewmembers aboard her,
and they have only Arno Five-Fifteen pistols with which to defend
themselves. These remaining crewmembers fight as Green NPCs.

FINAL DECISION

By this time, the PCs may have pieced together the clues and
realized that they have been drastically altered from their former
selves, If the PCs look at the picture that was taken of them, they will
see the truth: They're ugly, squat, vile-looking grotesqueries that
would look normal in a freak show.

Nowthe PCs haveto decide whattodo. They cantake the Bounty
and stutterwarp away to a life of free piracy; they can get away from
the Bounty once they've killed the boarding crew; or they can go to
the French planetoid outpost in-system.

if they choose the first option, they’re home free. The Bounty has a lot
going for it. If they choose the second option, they're almost out of time,
fortheir ship is nearly dead. lf they choose the last option, the French are
very cordial about the whole thing and offer to send up a shuttleto rescue
the PCs; this shuttle is remote-controlled and contains a single fusion
bomb big enough to vaporize the entire now-dead Pentapod battleship.

REFEREE

Measurements given in the adventure are twice the actual
distance. The PCs are shorter now, but still think they’re normal. If
you want real distances, divide the stated distances by two. To
avoid tipping the players to the fact that their characters are more
than human, their stats are given in letter form. Conversions are:
A=10,B=12, C=15, D=18, E=20, F=25, G=30, H=35. Someofthese
statistics are high—the Pentapods had to modify the base humans
quite a bit. The PCs cause blunt weapons trauma when they sirike
with their strengthened, spike-knuckled hands. They may not
realize this at first, rationalizing that their outsized, skinny oppo-
nents are fragile. Likewise, their strengthened frames and muscu-
lature, augmented by cartilaginous plates over joints, neck and
other vulnerable areas, give the PCs an armor rating of 0.5 on all
locations.

KAFERS
Size: 18 Det: 15 Melee: 1/5
Str: 12 Int: 2/12 (8/18)  Armor: 0.8 (fromthebackonly)
Dex: 12 Con:7
End: 16 Life: 14

Numbers separated by slashes indicate the difference between
stupid Kafers and aroused Kafers. When aroused, one of the
officers has an Int of 18 (this fellow has an Int of 8 otherwise).

For the PCs to be used in this adventure, see the Master Race
Character Sheets on the following page.
This adventure served as the 2300 AD RPGA event for GenCon '91.



Character Sheets

The following character sheets contain information for the referee only. Before showing them to the players, the referee will need
to block out the Att. Number and Task Modifier column on each sheet. See Referee on page 46 for more information.

Frank Larson Mark Gottas Claude Duval
Att. Att. Task Att Att. Task Att. Att. Task
Code  No. Mod.  Skills Code  No. Mod.  Skills Code  No. Mod.  Skills
SizeD 18 3 Combat Rifleman4  SizeC 15 3 Combat Rifleman-2 SizeB 12 3 Anthropology-3
StrG 30 7 Demolitions-1 StrF 25 6 Communications-0  StrE 20 5 Biology-2
Dex A 10 2 First Aid-1 DexB 12 3 Computer-2 DexC 15 3 Communications-1
EndE 20 5 French-0 EndC 15 3 Demolition-2 EndE 20 5 Computer-1
DetB 12 4 Ground Vehicle-2 DetB 12 3 Disguise-2 DetC 15 3 Ground Vehicle-1
IntA 10 2 Gunner-0 IntA 10 2 Forgery-1 intB 12 3 Linguistics-2
Elo A 10 2 Heavy Weapons-3 Elo A 10 2 Gunner-2 EloC 15 3 Medical-3
EduC 15 3 Hunting-2 EduD 18 4 Leader-1 EduC 15 3 Melee-1
Melee-5 Melee-3 P-Suit-1
P-Suit-0 P-Suit-1 Psychology-2
Riding-2 Pilot-2 Sidearm-1
Sidearm-3 Sidearm-2 Survival-2
Stealth-1 Streetwise-2 Writing-3
Survival-2 Survival-1 Mass 136 kg, Enc44 kg, Con6, Life 13, Cool1.

Thrown Weapon-2

Mass 156 kg, Enc66 kg, Con7, Life15, Cool5.

Born in Texas, on Earth. Age 38.

He spenthis early adult years with the Texas
Rangers, acquiring much experience with space
travel and planetary duty. His temper kept him
from reaching officer ranks, and he left the
Rangers to join the foreign legion, where he has
served since. He volunteered for this mission,
under the idea that he'd get to kill Kafers.
Larson is violent, with little finesse or subtlety.
He enjoys a goodtime as much as the next guy
(but his idea of a good time is spending a week
on the open range in west Texas with only a
horse, a six-gun, a bottle of whiskey and lots of
snakes to shoot). There's nothing he likes bet-
terthan combat. He is as exhilarated by combat
as any Kafer. He's chauvinistic, behaves as if
Texas is the center of the universe, is bigoted,
hates all aliens, and is hot-tempered.

Lin Mao-Tuan
Att. Att. Task
Code No. Mod. Skills
SizeA 10 2 Anthropology-4
StrC 15 3 Bureaucracy-1
Dex D 18 4 Computer-2
EndC 15 3 Electronic-3
DetC 15 3 First Aid-2
IntE 20 5 French-1
Elo D 18 4 Info Gathering-2
Edu F 25 6 Melee-2
P-Suit-1
Sidearm-1
Survival-2
Wiriting-1

Mass 105 kg, Enc 35 kg, Con5, Life 10, Cool 2.

Chinese. Born on Chengdu. Age 24.

She is a xenoanthropologist, specializing in
research concerning the Kafers. When she
caught wind of this mission, she insisted that
she be included. She recognizes Duval by
reputation. Linis quiet, methodical and retiring,
preferring to let others take the lead. She is,
however, fanatical aboutamassing information
about the Kafers, and will pass up no chance to
examine and record data concerning any alien
life-form, regardless of any danger.

Mass 145 kg, Enc55 kg, Con7, Life 14, Coof 8.

German. Born on Neubayern. Age 32.

An ardent pro-Unification German, he took
to the stars with anti-French privateers and
eventually succeededin commanding his own
little vessel, the Rache (Revenge).

He was captured while attempting a terror-
ist bombing of a French starport.

He “volunteered” for this mission with the
understanding that he'd be pardoned and re-
leased.

If Gottas attempts anything against the mis-
sion or tries to desert, the French government
told him it has implanted a cortex bomb that
can be used to execute him at any time—there
is no bomb in actuality, but he doesn't know
this.

He recognizes the legion tattoo on Larson,
identifying Larson as a legionnaire.

Gottasis loud and domineering, andis used
to having his way. He is cautious about space
battles, as he realizes how deadly they are. He
hates France and the French.

Geninne DeLuca

Att. Att Task

Code  No. Mod.  Skills

SizeC 15 3 Computer-4

StrD 18 4 Electronic-2

DexE 20 5 Forgery-2

EndC 15 3 Melee-2

DetB 12 3 Security Systems-2
IntA 10 2 Sidearm-2

EloB 12 3 Stealth-1

EduB 12 3 Streetwise-2

Mass 130 kg, Enc48 kg, Con 6, Life 13, Cool 2.

French. Born on Davout. Age 22.

Deluca was a very successful burglar and
mercenary spy. She was caught by the French
government and sentenced to death, but was
given the choice of going on this mission
instead.

She is bright, cheerful, and a trifle
overconfidant. She prefers to use skill rather
than brute force.

French. From Beta Canum. Age 37.

Claude began his life as a contact anthro-
pologist, and has published several works on
alien cultures and biology. He volunteered for
this mission when he caughtwind of the factthat
Lin Mao-Tuan had already been accepted.

Claude knows Lin on sight and hates her.
She is a rising genius in the xenology field, and
his star is falling. He is on this mission solely to
upstage and disgrace her.

Duvalis anindifferent researcher, preferring
to take personal notes rather than amassing
loads of data. He is lazy and very emotional.

" Henri Orland

Att. Att. Task

Code No. Mod.  Skills

SizeD 18 4 Aircraft Pilot-1

StrH 35 8 Computer-2

Dex B 12 3 Communications-1

EndC 15 3 Electronic-1

DetC 15 3 First Aid-0

IntD 18 4 Gunner-2

Elo A 10 2 Leader-1

Edu D 18 4 Melee-1
Remote Pilot-1
P-Suit-1
Pilot-3
Sensors-1
Ship Drive

Engineering-2

Sidearm-1
Survival-1

Mass 154 kg, Enc71kg, Con7, Life 15, Cool5.

French. From Beta Canum. Age 30.

Orlandjoinedthe French Navyassoonashe
was old enough. His hulking size was more than
matched by his intelligence, and he soon
reached officer status. He is presently a cap-
tain.

Orland recognizes Larson’s legion tattoo,
and he knows (and loathes) Gottas on sight, as
a pirate and terrorist.

Orland is chivalrous, well-mannered, and
completely patriotic. He volunteered for this
mission out of patriotism, and will work to en-
sure the success of the mission. He will not
tolerate insults to /a belle France. Q
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m party of archaeologistsfrom Cam-
(| bridge University sets out to in-
_ | vestigate the ruins of Andryn in
,g the Eden Desert of Mars—and

— | never returns. The PCs are in-
vnted to join a rescue expedition to discover
the scientists’ fate.

The missing expedition left Syrtis Major
aboard a small steam flyer four months ago,
intendingto spend eight weeks exploring the
city. ltis nowtwo monthsoverdue. Led by the
eminent Mars scholar Dr. Phillip Carter
Howard, the team included Professor Ben-
jamin Fine, Dr. Cyril Hardy, Mr. Jordan
Treslingham and the Reverend Archibald
Gannet. They were accompanied by two
human servants, Jamshid Singh and Alf
Haggage, and a Martian guide named
Strookh.

RESCUE EXPEDITION

The rescue expedition—financed by the
Royal Geographic Society with help from
the Crown—will proceed in a small steam
flyer, escorted by an Aphid-class gunboat,
the Firefly. The gunboat will leave the party
atthe ruins of Andryn, then must head south
to hunt for Oenotrian privateers preying-on
British shipping in the Sinus Meridiani re-
gion. The Firefly will return in a week to
escort the PCs back to Syrtis.

The Royal Geographical Society has
raised £400 through public subscription with
which to equip the expedition. The PCs may
spend this money on whatever items they
need, but anything purchased will become
the property of the R.G.S. once the whole
thing is over. The steam flyer belongs to the
society, as well.

The two ships will depart Syrtis Major,
take on water and coalin Avenel, then steam
across the Aerian Hills. As the PCs travel
westward above the Martian desert, they will
have the usual random encounters. The
Firefly should be able to deal with any threats
that appear.

The voyage should take abouteightdays.
During the last two days there will be no
random encounters—even aerial traffic
avoids the cursed city. If an encounter is
rolled, the characters see a mirage. In the
hazy desert sky, heat shimmers create the
image of a huge city with vast towers and
broad avenues.

When at last the two ships reach the city,
the Firefly will remain long enough to check
for any large hostile force of nomads or High
Martians. But there is no sign of anycne.
With that, the gunboat will turn southward
and steam off, to return in a week.

ANDRYN
Andryn is accursed, according to Martian
legend. Desertcaravans avoid it, eventhough
it has a good source of water. Hill Martian
nomads say Andryn was once a mighty city

in the middle of fair and green lands, but its
prince supposedly committed an abomina-
tion so heinous that the gods caused the
canalto cease flowing and placed the sign of
death upon the city.

Andryn was once a metropolis of some
50,000 people. it was abandoned 3000 years
ago when the Eden pumping station to the
south was destroyed in an earthquake, dry-
ing up the canal. The city has been thor-
oughly looted and vandalized, and dam-
aged by the ceaseless desert winds and the
pitiless passage of time. All the buildings are
now roofless, many collapsed, and every-
thing is covered with about a foot of sand. It
is possible to find shelter on the lower floors
of some multistory buildings. Water is avail-
able neatby—a pond in the dead canal bed
is still fed by atrickle from the old city sewers.

The outlying areas of the city have all
been covered by shifting desert sands. Only
the citadel section, built on a rise overlook-
ing the dead canal, remains intact. The
surviving section of the city is surrounded by
a steep cliff (needing a Formidable Moun-
taineering task roll o scale), which is 50 feet
high on the northern side of the citadel and
rises to 80 feet high on the southern side.

One thing explorers will notice very quickly
is the utter silence of the city: Aside from the
whisper of the wind, there is no noise. The
footsteps of explorers echo loudly in the
abandoned streets.

LOCATIONS IN ANDRYN

In addition to the encounters described
above, there are several notable sites in the
city.

Academy of Wisdom: This was once a
school where the elite of Andryn were edu-
cated. A careful search of the building will
uncover a set of slate tablets inscribed in the
nearly extinct Khallan dialect, describing
some of the operations of the old pumping
stations.

Expedition Campsite: Thismansionwas
used by the ill-fated Howard expedition as a
base of operations. lt is described more fully
below.

Temple: This domed building is in good
condition, but the statues of Martian gods
inside have all been mutilated. Their heads
have been knocked off and replaced by
skulls. Only the image of the death god
remains undefiled. Behind that statue is a
flight of steps leading down to the temple
crypt. The steps are booby-trapped—any-
one going down will set off a shower of darts
dropped from above. Roll 10 hit dice: Each
dart inflicts 1 wound on a roll of 6. Normal
saving rolls apply.

Mansion: Jamshid Singh’s corpse lies in
one of the downstairs rooms, partially dis-
membered. He has a rifie with him, and the
room is littered with spent shells. This house
has a cellar connected to the undercity.

Sewer Outlet: Asmall stream flows slug-
gishly from the sewer outlet set in the old
stone quay. It is screened by tough thorn-
bushes, but can be seen fromthe floor of the
canal bed.

Palace Service Wing: This wing held the
kitchens and servants’ quarters. ltis in very
bad shape, but on the second floor are the
desiccated corpses of three Hill Martian
warriors; apparently dead by suicide. They
are decades old.

Palace Throne Chamber: The domed
roof of this building is intact, and the huge
carved stone throne of the princes of Andryn
remains in the center. The throne is occu-
pied by a Martian skeleton, wearing a crown
made of finger-bones and a cloak appar-
ently made of the skin of a Martian. In the
rear of the chamber is flight of steps down to
the palace dungeons. The steps are booby-
trapped—anyone descending will cause a
sharpened pendulum to swing down the
center of the stairwell. It requires an Agility
roll to avoid the pendulum, which otherwise
will inflict 2 wounds.

Palace Old Wing: This wing once held
the royal apartiments. Some rooms still con-
tain highly indecent murals on the walls, and
the prince’s chamber still holds an exquisite
sandstone statue about eightfeettall (weigh-
ing nearly a ton). The statue would fetch a
good price in Syrtis Major, if it could be
moved.

Ruined Keep: This half-crumbled tower is
dangerous to enter: There is a 1 in 6 chance of
falling debris, requiring an Agility roll to avoid
suffering a wound. Amid the rubble is the
smashed hull of the Howard expedition’s fiyer.
It is damaged beyond repair,

Thereis an entrance inthe towertothe old
storage cellar of the palace. To discover this
entrance amid the rubble is a Formidable
test of Observation skill.

Guard Tower: The body of Dr. Fine is
here, still clutching his heavy revolver. He
apparently died form multiple stab wounds.
Written on the wall beside him in dried blood
are the words "Death comes at night.”

ENCOUNTERS
When characters enter a new building,
the referee should roll on the table below.

Roll  Encounter
1-3  Nothing
4  Skeletons
5 Animals
6 Booby-trap
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Skeletons: The building contains 1-86
bodies, at least several months old and
possibly centuries old. Most will be Hill Mar-
tians, and the rest will Canal Martians or
humans. They will often be in positions of
agony or arranged in horrifying poses. None
will have any useful weapons or posses-
sions.

Animals: This will probably be a small
group of Roogies, Eegars, or possibly an
Eelowaan. They will behave normally.

Booby-Trap: Atrap is set at the entrance
of the building. This is generally a bow-trap,
in which a trip wire releases an arrow aimed
atthe door. The arrow hitsonarollof5or 6,
and PCs get their normal saving rolls. It is
unlikely that the arrow is poisoned.

LOST EXPEDITION

The mansion where the Howard expedi-
tion made its headquarters is a scene of
bloody horror. In the main room lies Dr.
Howatd, his body horribly mutilated. Anyone
with Medicine Knowledge can determine
that he was still alive when most of his
wounds were inflicted. The bodies of Mr.
Treslingham and Alf Haggage are wrapped
in tarpaulins and laid out in an adjoining
room. Reverend Gannet's body is in an
upstairs room; he was apparently flayed
alive before being killed.

The expedition’s supplies and apparatus
are untouched. All the ammunition brought
by the Howard party has been used up, and
the steam flyer is gone.

Howard’s Journal: Dr. Howard's expedi-
tion journal is under his cot. The first few
days describe perfectly normal activities—
setting up the camp, photographing the city
from the air, and so on. Trouble begins to
appear with the entry for June 20.

June 20, 1889: A great tragedy. Mr.
Treslingham died at approximately 10 a.m.
Upon entering the doorway of building A-31 he
was struck with an arrow, piercing the carotid
artery andcausing his death afew minutes later.
Rev. Gannet was with him and informs me that
an infernal machine was set up in the doorway
to protect an arrow at whoever might enter. It is
asenseless andtragicdeath. Ihave suspended
our investigations pending a search for more
traps of this sort,

June 21, 1889: Horror! Al was slain in his
bed last night, even as we all slept! He was
stabbed through the heart. Singh is undoubt-
edly guilty of this foul murder, though he denies
it, of course. | have ordered that he be secured,
that we may take him back to S. Majorfor trial.
This will certainly mean cutting shon our inves-
tigation. Damnable nuisance.

June 22, 1889: Dr. Fine is missing. Strookh,
Hardy and | will search while Gannet re-
mains to watch Singh.

Later: Singh escaped while that idiot Gan-
net was making tea. It is too dangerous to
remain here in our present circumstances.

No sign of Fine—Ifear he may have stumbled
into a trap. Strookh keeps repeating his
nonsense about a curse. We will depart as
soon as Fine is found.

There are no further entries.

STALKER STRIKES

The first night the characters are alone in
the city, the Stalker priest will attack, He will
prefer to attack any PCs left alone, but if
necessary will take on a pair, or even three
PCs. He will emerge from the shadows, a
hideous knife-wielding figure, attacking with
inhuman ferocity.

While this attack is going on, or shortly
thereafter, other members of the cult will
disable the party's flyer. They will secretly
cut the flyer's rudder and trim-control
cables.The first time anyone attempts to
take off in the ether flyer, it will not respond
to controls at all. An Impossible Piloting skill
roll is needed to land the ship safely; other-
wise it will crash, injuring those aboard. No
pilot can prevent the flyer from being dam-
aged in the crash. (Areally good way forthe
referee to stage-manage this is to have an
NPC panic and try to escape aboard the
flyer, only to discover that it has been sabo-
taged when he crashes.)

DEATH THE STALKER CULT

The cult of Death the Stalker is an insane
Martian religion, similar to the Cult of the Worm.
Cultists worship Death the Stalker of All. The
high priest is thought to becoms an avatar of
Death, and goes out stalking victims fo slay.

When a Stalker priest goes out hunting,
he is always intoxicated with the Kroosht
drug. This drug radically enhances one’s
physical attributes—at the cost of shorten-
ing one’s life. Kroosht users generally die
after a year or two from the effects of the
drug. Kroosht raises a person’s Strength by
2, Endurance by 1 and Agility by 2. The user
never bescomes unconscious due to
wounds—he remains conscious until killed.

Kroosht also reinforces the fanaticism of
the cultists, making them absolutely fear-
less. Culiists never need to make Morale
rolls. The Stalker priest must have a one-
ounce dose of Kroosht every 24 hours or his
attributes return to normal.

There are as many Stalker cultists hiding
in the city as there are members of the
adventurers’ party. Whenever one Stalker
priest is killed, he is succeeded by another
member of the cult. At any one time, only a
single Stalker priest hunts the pary (al-
though his mobility and resistance to dam-
age may give a different impression).

STALKER TACTICS
Acouple of NPCs wandering off alone will
probably be the first attacked—and found
horribly mutilated by the PCs. lithe PCs are
smartand remain in groups, the Stalkers will

try to pick them off from long range with
arrows (possibly poisoned), orprepare elabo-
rate booby-traps. The Stalkers have a su-
perbknowledge of the city and can often find
secret passages into rooms where prospec-
tive victims have holed up.

The Stalkers are clever and utterly merci-
less. Some cultists will pretend to be killed
and go down, only to rise later and continue
their bloody work—a seeming corpse come
to life. They may kidnap a PC or NPC and
keep him alive, perhaps torturing the captive
s0 that his screams will bring others out.

UNDERCITY

Underneath Andryn lies a complex net-
work of sewers and basements, mostly in-
tact. The cultists hide in the tunnels and use
them to get from place to place secretly.

The sewer tunnels are an example of
superb ancient Martian construction. They
are 10 feet across and are diamond-shaped
in cross-section. Smaller pipes enter from
above andonthe sides, butnone ofthemare
large enough to fit a person.

Shafts to the surface can only be found from
underground; there is oo much sand and de-
bris onthe ground up above. These shafts have
a stone cover at the iop, and stone handholds
are carved into the side of the shaft. It requires
a Formidable Strength rollto successfully open
one of the lids from underneath.

Shafts betweenthe upper and lower sewers
have no ladders. I requires a Routine Moun-
taineering roll fo go down and a Difficult roll to
climb upthese shafts. The upper sewer system
is 10 yards above the lower system.

Sections blocked by debris are partially
collapsed. They are completely impassable
without digging machinery.

LOCATIONS
IN THE UNDERCITY

Palace Dungeons: Thesegrimcellsonce
held enemies of the ruling prince. One cham-
ber now holds instruments of torture, the
dried body of a Hill Martian still restinginone
device. A secret tunnel leads from a cell to
the sewer system; it is concealed by a piece
of cloth daubed with mud to resembie stone.
A Formidable Observation roll is required to
spot the tunnel.

Palace Cellars: This was once the storage
area for the palace. A grating connects fo the
sewer system. There is nothing here of interest.

Sewer Cutlst: This isone of the main sewer
outflow pipes, and a small trickle of water still
seeps outto feed the pond outside. The cultists
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have booby-trapped the entrance with a dart
trap. Anyone entering will triggerthe trap, which
fires 12 darts. Each dart hits on a roll of 5 or 6,
doing one wound. Normal saving rolls apply.
Darts which miss the lead person may hit
anyone following.

Blocked Outlet: This sewer outletis par-
tially blocked and is screened by thorn-
bushes. It requires a Difficult Observation or
Fieldcraftrollto spotthe outlet from the canal
bed. The cultists have not placed any traps
at this outlet.

Lair of the Stalkers: This chamberis the
headquarters of the Stalker cultists.

Mansion Cellar: This is the basement of
the mansion where Singh’s body lies. A
grating leads into the sewer system from
here, which can easily by opened. A pit has
been dug on the sewer side of the grating,
concealed with a cloth cover daubed with
mud. The pit is lined with sharp stakes. An
Impossible task of Observation will spot the
pit; otherwise, the first person passing
through the grating will fall in, suffering 1D6
wounds.

Temple Crypt: This was the burial cham-
ber of the royalty and nobles of Andryn. All
the sarcophagi have been looted of any
valuables, and the mummified skeletons
have been removed from their wrappings
and seated atop the tombs.

The Martian guide Strookh’s body is here,
impaled upon a stake and pinned to the
ground. Someone making a Routine Obser-
vation roll will notice a trail of bloodstains
leading from him to one tomb. If moved, the

Fisticufts5, Throwing 3, Close
Combat 5 (edged)

Wilderness Travel 6 (moun-
taineering), Tracking 1

Eloguence 1, Theatrics 1, Lin-
guistics 1 (Kaline)
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tomb reveals an entrance to the sewer sys-
tem. Moving the tomb is a Formidable test of
Strength, but two people can work together.

Cellar: This cellar has no access to the
surface, asthe building above has collapsed.
The chamber contains a great deal of do-
mestic trash—broken furniture, rofted rugs
and so forth-—but one small chest holds a
beautiful ido! carved from a Moabite Fire
Jewel. The idol is worth at least £1000.

Storage Room: This chamber’s opening
to the surface is blocked by tons of rubble.
The Stalker cultists use this room for stor-
age. There are several gashant carcasses,
and a collection of foodstuffs looted from
caravans and passers-by. There is also a
small hoard of valuables collected in the city,
stored in a small chest. The miscellaneous
gold items, coins and bits of jewelry are
worth about £300. The cultists store their
Kroosht drug supply here; a large glass
bottle holds 80 cunces.

LAIR OF THE STALKERS

The Stalker cultists’ headquartersisinthe
deepest part of the undercity, where the
original sewer catch-basin was. All ap-
proachestothe chamber are booby-trapped,
with trip wires hidden in the standing water
that cause huge bladesto spring up fromthe
floor. Each person passing a booby-trap will
trigger it on a roll of 3 or less. Avoiding the
bladesis an Impossible task of Agility. Those
whofailto avoidthe blades suffer fourwounds
(the referee may simply rule that those hitby
the blades are dead).

The lair of the Stalkers is a huge domed
room, reeking of filth and decay, with puddles of
murky water on the floor and a deep pool in the
center. The room is decorated with shocking
trophies of the Stalkers' grim activities: Hid-
eously mutilated bodies of Martians and hu-
mans are hung upon the walls, and a horrifying
idol of Death the Stalker stands beside the pool
in the center of the room.

All remaining Stalkers will be in the room;
about half will be asleep—unless one of the
booby-traps has been tripped. In that case,
the Stalkers will be awake and armed. They
willfight to the death with knives and swords,
showing no mercy and asking for none. One
cultist will be disguised as a mutilated body
on the wall; he will not strike unless most or
all of his comrades are killed.

Horror From the Depths: In the central
pool is the hideous creature worshipped by
the death cultists—a huge, tentacled horror
resembling an enormous and bloated Knoe
Shoshu, but with a face shockingly reminis-
centof aMartian’s. It will rise fromthe depths
if all of the Stalkers are killed, and coze
toward the surviving PCs.

Size: 3x3 Move: W10, L4 Wounds: 12
Weight: 1000 Ibs Tentacles (4,4,4,4).

The horror can attack with up to four
tentacles at once.

ESCAPE

Once their flyer has been disabled, the
PCs have only two ways to escape the city:
They cantry to leave on foot, orthey can wait
forthe Fireflyto return. Departure on foot will
be difficult. It is at least 500 miles to the
nearest city, Emden, along the dead canal
bed. The city of Thymiamata is 700 miles
away across open desert. To the notth lie
mountains inhabited by High Martians; it is
doubtful that they would be any improve-
ment over the Stalker Cultists. A party on
foot will still be hounded by the Stalkers, who
will attack at night, poison water sources,
drive game away, and generally do theirbest
to help the desert claim its victims.

The Firefly is scheduled to return in a
week to escortthe party back to Syrtis Major.
It can be delayed by Oenotrian privateersfor
several days, if the referee wishes the PCs
to have a longer stay in Andryn. And even
after departure, a mad cultist might stow
away aboard the gunboat, to turn up when

- the PCs least expect it.

Rewards and Experience: The PCs will
undoubtedly get some combat experience
during this adventure. Scientists may also
improve their Archaeology skill

A newspaper will undoubtedly pay hand-
somely for an exclusive account of the ad-
venture, and the resulting publicity might
generate some renown. Adescription of the
Stalker Cult and the monster might earn a
scholar some scientific prestige. There are
still some items of value hidden in the city, for
those who crave mere money.

PLAY HINTS

This horror adventure is very dangerous—
the mortality rate among characters is likely to
be high. Since PCs are often very attached to
continuing characters, it might be wise to use
temporary PCs for this mission.

The scenario depends a great deal on
atmosphere andtension. The referee should
emphasize the isolation of the party, the
spooky silence of the city, the horrendous
condition of the bodies found.

The referee should also pay attention to
the moods of the party, and plan Stalker
attacks accordingly. For example, after the
first Stalker priest is killed, the PCs may think
there was only a single fanatic. Only when
their confidence has begun to return should
the next Stalker priest strike.

Many alternatives are possible to add to
the mood. The Stalker cult is widespread—
a Martian servant with the group may se-
cretly be a cultist. Perhaps one of the ar-
chaeologists (the missing Dr. Hardy) is not
dead, but instead has gone insane and
joined the Stalkers. If so, he will act as baitto
lure the PCs into ambushes, or be rescued
and then turn against the adventurers. Or
maybe one of the PCs will go insane from
terror and begin emulating the Stalkers. Q
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Dlan/Ilelish Date: 101-1122

gDulinor has appoinied Tredek Jurisor as his minister of information and communication after weeks of rumors regarding an upcoming
political move of major consequence.

JJurisor is one of the most influential of the Virasan leaders who led the Synod members of the 457th Khanu in their precedent-setting
decision to revise certain precepts of the religion’s stance on afterlife and enlightenment.

YPreviously, dying a nonviclent death on Dlan was a primary condition for a believer to attain full revelation in the afterlife. However,
the Synod of the 457th Khanu decreed that this is no longer a requirement.

qJurisor, along with the other reformationists who refer to themselves as the leaders of the Enlightenment movement, met with stiff
resistance from the more conservative and traditional Synodans of the 457 Khanu.

§The elements who have resisted the reform, now known popularly as the Orthodox sect, reacted to Jurisor’s appointment with bitter—
but unsurprised—disappointment.

gFarthik Dorsokuguur, unofficial leader of the Orthodox sect and oldest Synod member of the 457th Khanu commented, “This is pre-
cisely what we feared would follow Jurisor's reformations—an alliance between the leaders of our faith and the leaders of our state. The
heresies of the 457th Khanu are not an advancement of our spiritual vision; they are the precursors to an amalgamation with secular
governments and aspirations.”

{Dorsokuguur refused to comment on rumors that the Orthodox sect has begun assembling a “star chamber” court in which to try
Jurisor for his “crimes against the faith.”

qJurisor has dismissed such rumors as groundless, observing, “My esteemed colleagues are individuals of honor and faith. They would
not embark on any such course of action, which could easily be mistaken for treason—given my new position in the secular affairs of Dlan.”

qJurisor, who is 43 years old, is a familiar, dynamic public figure on Dlan and has left the world on three occasions to oversee what his
press secretary calls essential secular matters.

gDulinor’s press secretary refused to make comment on the religious discord on Dian other than to say, “The selection of Tredek Jurisor
is the result of much careful consideration as to who would do the best job in this important post. The Emperor Dulinor is pleased to have
a member of the Virasan faith as one of his close advisers, but issues of religion neither swayed his decision pro or con in this—or any
other—matter.”

Gelornamite/Massilia Date: 119-1122

JFormal declarations of war were exchanged today between the AutoMech Ltd Bloc and the Tarnasse Industramation Group here on
violence-plagued Gelornamite.

dOnce a peaceful, prosperous planet, Gelornamite's decline into bitter internecine strife began late last year, when the Development
Council-—comprised of the chairpersons of the planet's eight leading firms—became seriously divided over industrial and economic strat-
egies.

9In particular, Sagata Arms and Procurement Associates announced its decision to break from the “standardized arms approach” that
is still the accepted norm within the Imperium.

qCiting the ongoing breakup of the Imperium, Sagata Chairman Sharda Sorku observed, “The only standards that we should be wor-
rying about are those which will serve to optimize our local defensive capabilities, not some antiquated concept of technological univer-
sality—a concept which recent events have made extraneous.”

gSorku’s comments refer to the widespread adherence to Imperial Data Package designs as the standard for widely used designs of
weapons, vehicles and heavy equipment.

qWhile use of IDP designs has never been required or urged by the Imperium, most member-systems have used these data packages
as blueprints for the production of crucial systems.

9in addition to being very user-friendly and well-supported with supplementary programs and inexpensive industrial start-up packages,
most worlds have found that the use of IDPs aids their economies by enabling them to be conversant with, and capable of meeting, the
maintenance and equipment needs of most visiting starships and crews.

qCalling Sorku’s comments “isolationistic and economically perilous,” Head Councillor Tayla Hai-Lei moved to quell any attempts to
depart from the use of IDPs, particularly in the area of personal weapons.

YSorku rallied other corporations to his cause, however, creating a political alliance known as the AutoMech Ltd Bloc. Sorku’s initial
desire to terminate production of 7mm and 9mm ACRs and instead shift to a unique 8.2 mm general purpose weapon expanded into wider
departures from Gelornamite’s traditional IDP-biased industrial strategies.

{The Tarnasse Industramation group—led by the late Hai-Lei's successor, Gatta Ndompo—received the bloc's official notification of
secession three days ago. The group immediately commenced operations to occupy the bloc's major production centers. Bloc troops—
armed with the new 8.2mm ACRs—halted these offensives after taking heavy casualties.

{Head Councillor Ndompo is said to have put in a request for immediate assistance from Margaret’s Imperial forces.

Warinir/Daibei Date: 125-1122

qDuke Craig formally announced today that over 20 worlds on the borders of the Federation of Daibei are now designated as red zones,
according to the TAS.

YThe majority of these worlds are located in the Mulaar, Hermes and Dudin subsectors of Daibei, and in the Riftrim subsector of Reaver's
Deep.

IWhen asked why he was personally announcing the TAS designations, Duke Craig responded, | want to make it clear that I not only
accept these travel recommendations—I actively support them. I'm the last person to want to admit that some of our finest regions are no
longer safe for travel, but the facts are incontestable. Even though the intensity of fighting between this Federation and the Solomani
invaders has died down, there is an enormous upswing in pirate activity. Each morning, | get a missing persons update—and there are
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never less than 5000 new names on that list. Much of this is due to the raiding that is plaguing these hotspots right now.”
qDuke Craig declined to speculate on when these areas might become secure and safe for travel once again.
fRumors that the duke’s 24-year-old cousin is among the missing have gone unconfirmed by official sources.

Strela/Zarushagar Date: 139-1122

JLucan’s Vengeance Fleet has retired from the Strela system after six days of intense fighting.

q9in what some experts are calling “the last great fleet engagement of the Rebellion,” Lucan’s and Dulinor’s naval assets battered each
other mercilessly, resulting in the destruction of at least four BatRons, 10 CruRons, three TankRons and an untold number of destroyers,
escorts, patrol craft and auxiliaries.

{Ground and COACC forces suffered equally heavy losses. Personnel casualties are assessed to be in excess of two million.

qUnofficial reports suggest that medical supplies have run out, forcing field hospitals to resort to unanaesthetized meatball surgery
techniques that are usually seen only on pre-industrial planets.

fAgainst this backdrop of human misery, Dulinor's commanders are claiming victory, although even they are compelled to admit that
the cost in lives and equipment was "unacceptable.”

flUnable to press their advantage in numbers here at Strela, Lucan’s commanders are now assumed to be withdrawing back to Core,
marking the end of the long and costly vengeance campaign which has dominated so much of the Rebellion.

9In a special report to the TNS, retired Imperial Admiral llina Robokovsa states that she doesn’t expect to see Lucan attempting to
resume his offensive.

9 According to Robokovsa, “He (Lucan) has taken too much damage here and has nothing to show for it. The vengeance fleet was at
the end of a very long, very vulnerable supply line, and Lucan simply doesn’t have the logistical assets to support this kind of massive
offensive anymore. Core may be able to reproduce these assets but is the only political region within the postwar Imperium that lacks a
safe rear area. Every centimeter of Core’s periphery borders on hostile space. That's going to make even Lucan think twice before he tries
to mount another offensive as huge—and costly—as this one.”

Vaward/Old Expanses Date: 151-1122

{Concern mounted in financial markets here today as the headquarters analysts of Hortalez et Cie announced that earnings had
declined by 12 % during calendar year 1121.

IWhile much of this assessment is based on algorithmic projections (actual reports often taking years to reach HeC’s headquarters
here on Vaward), market experts were forced to concede that this estimate was probably accurate to within 0.1%.

IWhen asked to speculate on what had caused this sudden downturn, the experts almost universally cited Hortalez’s massive asset
trade with the four Vilani megacorporations which had been concluded on 090-1121.

fAlthough the trade had been conducted and conceptualized with a great public show of amity, anonymous spokespersons from
Zirunkarish now speculate that Hortalez et Cie “had little faith in the long-term viability of markets within the Ziru Sirkaa—a common
mistake amongst financiers with decidedly Solomani mindsets.”

When asked to comment on these various speculations, HeC Senior Administrator Nils Petersen suggested, "People should watch
a little more closely and patiently, and speculate a little less. From our (Hortalez et Cie’s) standpoint, everything is proceeding right on
schedule and just as we expected.”

{Petersen declined to make any further statement that might shed light on his enigmatic comments.

Capitol/Core Date: 1563-1122

YEmperor Lucan slew a regency emissary with a flurry of laser bursts early today in a dramatic scene reminiscent of the tragic assas-
sination carried out here six years ago.

{The emperor stormed from the throne room immediately afterward. The court was cleared by the Imperial Honor Guard.

JAlthough details were not immediately available, fragmentary information suggests that the emissary was Judith Isaacs, a regent of
the Imperial Regency of Intelligence and Security.

fAccording to a courtier who spoke on the condition of anonymity, Isaacs had travelled to Core to effect formal delivery of the regency’s
request that Lucan submit to answering charges of murdering his brother, Prince Varian, and several other persons. ’

9in keeping with the Imperium’s succession laws, the regency is required to ensure that a potential successor satisfactorily refutes any
allegations of felony that might be outstanding against his person. This process must be a matter of public record and must be completed
before there can be any recognition of a right to succession.

fThe emperor is said to have become enraged when Isaacs delivered this message (both verbal and hardcopy, according to succes-
sion law), at which point he jumped to his feet and fired four laser bursts into the regent.

lsaacs is thought to have died immediately.

9Spokespersons for the emperor have explained that Lucan initially believed Isaacs to be an assassin and that his sudden departure
from the court was motivated by remorse for having made this mistake.

{However, no official statement has been issued by the Imperial staff, nor has an official apology been sent to the regency.

Turin/Verge Date: 172-1122

{The leaders of the newly formed Verge Combine announced their succession from the Federation of llelish today, after weeks of bitter
dispute over Dlan’s recruitment policies and mandatory “mutual defense tariffs.”

It was also announced that fighting has broken out on several worlds friendly to the combine in the past three weeks and that Fed-
eration forces were already on site, participating in acts of “shameless oppression.”

JAnalea Mekatan, senior chamberlain of Turin and perhaps the most influential member of the combine, stated, “We have allowed our
economies, our militaries and our aspirations to be drained by Dulinor ever since the Rebellion began. Now, even as itis drawing to aclose,
his demands uponour livelihoods—and our very lives—continue to increase. This is not tolerable. His flat rejection of our petitions for tariff
freezes and recruitment reductions has left us no choice but to secede.”

9Unconfirmed rumors suggest that two Federation fleets—the 42nd and the 1300th Reserve—have already sided with the combine,
along with their attached ground and COACC combat assets.
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Walking the streets of Seattle is
always dangerous—all sorts of
folks out there would like to ruin
your day. But on some occasions,
like Halloween, the especially
nasty types come out—ghosts,
vampires, zombies, nuggoths and
werewolves. This article details
some of the people and places
you just might run into on a dark
and stormy night. Each of these
encounters can be used as a sub-
plot for an existing campaign, an
impetus for a larger plot or a
guick diversion for a night’s play.
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.| veryone’s heard of theme
f gangs where all of the mem-
, bers have some kind of sur-
.| gerytomake them look alike.
Not everyone’s heard of the smaller—
more violent—gangs that roam the
streets. Most ofthese groups try towork
with at least some amount of subtlety.
Some are underground gangs, which
don’t establish a turf or make them-
selves a public force.

Each gang, almost by definition, has
to have a leader. These leaders could
be fanatic individuals or corporations
hoping to achieve some grand plot.
Players can come in contact with these
gangs in a variety of ways. Atiributes
and other statistics for the gangs de-
scribed below have been left out so the
referee can tailor the gang strength to
suit his needs.

Ghosts

People who have encountered the
Ghosts recall travelling down a street
and suddenly being aware of a light,
faint moan coming fromall aroundthem.
Asthey walk, the moaning grows louder
until it is almost unbearable.Suddenly,
the traveller is ambushed by spectral
figuresbrandishing old-fashioned weap-
ons like spears and bows. Although the
Ghosts aren’t more violent than others,
they are a threat that has eluded police
for some time.

The Ghosts number at least 100, but
like the Nuggoths, they fend to stay
underground, and theiroverall purpose
appears to be extortion and other petty
offenses.

The weapons they use imply that
they might have more powerful means
attheirdisposal andthatthe handweap-
ons are for show. _

Using the Ghosts: When shadow-
runners have an occasionto walk down
a dark street, they could be ambushed
by the Ghosts. Depending on the
cyberware the player characters are
equipped with, they may be able to tell
that the spectral effect surrounding each

of the gang members is caused by an-

unusual type of gas that looks slightly
neon-like intone. PCs may also discemn
that the Ghosts use artificial amplifica-
tiondevices intheirthroatsto create the
haunting moans. Characters with low-
light enhancement will see that each of
the gang members is wearing a small
gas mask or filter.

If the PCs subdue and question the
Ghosts that attack them, they will find
out that the Ghosts are indeed on a
mission—they are robbing people, con-
venience stores and other shops fo
raise enough money to make a
shadowrun against a corporation that
has been destroying large portions of
wilderness outside of Seatile.

The PCs can, of course, join in the
shadowrun.

Vampires

it's becoming more common nowa-
days to hear stories about a vicious
gang that makes very unusual attacks
on people in the residential sections of
Seatile.

When the Vampires strike, they al-
ways hit a group of people at once—
such as small meeting groups, bingo
halls, and the like. When they hit, they
burst into the building, sealing off the
exits, and throw stun gas and siun
grenades into the crowd. Once every-
one is out, the Vampires (of course)
steal blood from each of their victims.

Each Vampire has pure white hair,
red eyes and {naturally) a pair of ex-
tended canine teeth. The teeth, how-
ever, are not capable of drawing any-
thing into them—the Vampires extract
blood from their victims with syphons
and other means. They do not seemto
care about how much blood is with-
drawn from each person, just the total
they leave the building with. Because of
this, some people wili be totally drained
of their blood and dead, while others
only sightly drained and dizzy.

Police have theorized that the Vam-
pires actually work for a research com-
pany that has a crying need for human
blood.

Using the Vampires: The PCs might
come across some clue as to the Vam-
pires’ purpose during another shadow-
run—such as a company or individual
buying large amounts of blood. The
specific use of the blood is left up to the
referee—perhaps an individual or re-
searchfirmis studying ways to extermi-
nate a certain race (metahuman or not)
via a biological attack, like a virus. or
contamination.

Zombies
It's no secret what the Zombies want:
“Liberation of the mind through ad-
vanced chemical stimulation.” Unfortu-

nately, they want this “liberation” for
everyone, and they've taken it upon
themselves to make sure everyone
experiences it.

A few years ago, when the Zombies
first formed, they poisoned the Seattle
water treatment plants (those planis
thattake seawateranddesalinize itinto
drinking water) by introducing a halluci-
nogenic into the water. Afew people in
Seattle died before authorities discov-
ered the drug. Since then, they've tried
{o be more subtle and have concen-
trated their attacks in the past few
months on bottled water companies in
Seattle and the surrounding towns.

Their efforts have produced paranoia
among people everywhere. Although
the city strengthenedthe security around
the desalinization plants, no one likes
to drink that water anyway (the taste is
terrible). Now, not even water imported
from a water factory is safe. “One sip,
and your mind could trip” is a common
phrase. Authorities are trying to locate
and eradicate the Zombies but have so
far had no luck.

The gang gets its name from the
effect the drugs have on the members.
When they aren’t out on a mission fo
contaminate something, they usually
wander around in a daze, stumbling
about like they have no mind of their
own.

Zombies generally wear Jamaican
rastafarian hairdos, have beads and
dress like “elite hippies"—their clothes
are of the best quality and their vehicles
ofthebestclass. They detestthe “peace”
sign (a fist but with the index and middle
finger extended). Both humans and
metahumans belong to the Zombie
gang.

Using the Zombies: Clearly, the
Zombies are a threat to everyone.
Someone will eventually hire shadow-
runners to follow up on a lead as to their
whereabouts. In addition, the Zombies
and the Ghosts have conflicting inter-
ests (purity of the environment verses
chemical alteration) which could mean
akind of underground gang warthatthe
party could become involved in.
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Nuggoths

The Nuggoths are a gang of only 10
to 15 members. Although they don't
have any policy or practice of racial
purity, the gang is composed of hu-
mans only. Their mission seems to be
anarchist in nature, as they target indi-
viduals in government, especially low-
level government employees.

They don't really have a turf, and no
one knows for sure who the leaderis or
where their headquarters is, but a few
things mark their presence: First and
foremost, they like to kill—that much is
obvious. They also like to do it in a
ritualistic style. Bodies of their victim
aren’t mutilated or found in a grotesque
manner. But the victims are always
found with knife wounds that suggest
the use of hand razors (page 128 of
Shadowrun) of anunusually long iength.
in addition, the wounds always origi-
nate from the back of the neck, sug-
gesting that the Nuggoths attack from
behind.

ltis unclearwhere the gang getstheir
name.

Using the Nuggoths: Nuggothstend
to attack anyone remotely associated
with city or government institutions—
gven runners who take part in govern-
ment-sponsored raids. And few things
are more frustrating than having your
government contact ritualistically killed
by a gang of anarchists.

Werewolves

The Werewolves are the simplest—
but most dangerous—of all the gangs.
They are also very predictable—every
full moon, they go on a violent rampage
akin to the apocalypse.

The Werewolves howl before they
strike, and they have tapped into the air
raid and public warning sirens. As soon
as the full moon rises, all the sirens
around the city go off, producing a chili-
ing howl that lasts for several few sec-
onds. Residents have learned to be
leery of full moons, and the howling and
sirens strikes terror in the hearts of
many. Those who are smart stay inside
during the fullmoon, and many 24-hour
stores and businesses close down.

Their methods are simple—hit some-
thing big with everything possible. Fa-
vorite targets are large structures or
places that “go up with a big bang.”
They have some sort of intelligence
information that tells them what targets
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are the best defended, so naturally they
always avoid them and go for places
easy to hit. They have already hit nearly
allofthe major corporate headquarters,
stadiums and fireworks factories in
Seatile.

The Werewolves begin a strike with
some kind of shoulder-launched mis-
sile, then gang members throw gre-
nadesthroughthe windows and shower
automatic gun fire at anyone in the
area.

After a single big target is hit, they go
on to create mayhem throughout the
city. Apparently the gangmembers split
up and go on a crime spree, trying to
accomplish whatever acts of violence
they can during the night. Once the
night of the full moon is over, they
retreat to wherever their headquarters
is and do not return untilthe sirens carry
their howls over the air a month later.

Using the Werewolves: It would
certainly spook the PCs if they are
about to steal some data from a corpo-
rate building and find that it is suddenly
under attack by abunchof crazed gang-
sters. Notonly dothe PCs have to worry
about getting blown up or shot, but the
Werewolves tend to attract maximum
attention very quickly—almost worse,
during a shadowrun, than getting shot
at.

PLACES

Groups are not the only source of
danger in the city. Some places, too,
offer their own threat. The PCs might
some night walk innocently into a store
orotherbusiness—andfindthemselves
in the midst of illegal implants,
psychokillers or mysterious murders.

A Special Service
Body Shop

There’s really no place more danger-
ous than an illegal body shop. If a
character goes in to have something
done, the outcome can be more horrific
than a botched operation or a lost limb.

Brain Chip: Thecharacters have the
misfortune of picking abody shopwhose
doctor for reasons of his own (or to
extend aplot of the referee) decides not
to follow procedure to the letter. In addi-
tion to implanting the equipment de-
sired by the patient, he introduces some-
thing of his own creation—the night-
mare chip. .

The nightmare chip alters the user’s

perception, although the actual senses
of the character remain the same. The
result is that every time the characteris
in a stressful situation (as defined by
the referee) the chip begins to make the
situation seem much worse than it re-
ally is. This happens automatically, with
no real chance of resistance. The effect
is that opponents seem tougher and
stakes seem higher—so the character
is likely to shoot afew more bullets than
normal or not call as many bluffs.

During excessively stressful situa-
tions (like a firefight, melee combat,
recovering a stalled plane) the chip aiso
induces an extreme sense of paranoia
and hopelessness, causing the victim
to collapse or retreat. This effect canbe
resisted as an opposed success test.
The strength of the nightmare chip in
producing the debilitating paranoia is
four dice, and the target number is also
four. The chip will make an “attack” into
the person’s willpower every five min-
utes of extreme stress.

The chip can easily be identified by
even a hovice cybertechnician and can
be removed like any other implant.

The A-Train to Hell

Monorails are an important part of
publictransportation. Almost everytrain
is in good condition and is reasonably
well secured—but there are some that
youwouldn'twantto carry cashon. PCs
on such a train might experience some
of the city’s more diverse night life.

Catchingthe A-Train: JacobNelson
knew he liked movies, especially the
classics fromthe 1980s and 1990s. But
it wasn’t until he started to hear voices
that he knew exactly how much those
movies meant to him. So he’s decided
to follow those voices and see how
many people he canvisitona monotrain
at night.

Jacob’s mission the night the charac-
tersruninto himistokillas many people
with his butcher knife as possible. He’s
pretty sure he saw a movie once about
a middle-aged businessman Kkilling
people on a train with a butcher knife,
butitdoesn't matter anyway—the voices
are helping him out.

His first job is to get on a train that
goes a long time between stops. The
second is to kill the interior lights, in-
cluding the emergency ones, so he can
run about in his night goggles easier.
The third is to disable the emergency
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brakes, and set off some smoke gre-
nades to cause panic and hide his pres-
ence. Jacob works for a company that
makes demolitions, so he’s well pre-
pared to have everything happen at
once with preset charges and timers,
while Jacob sits comfortably inthe frain.

Jacob is wearing armor (a lined coat)
and hopes to be able to kill at least one
person. When the lights go out and the
smoke starts filling the cars, he will
stand and go afterthe closestpersonto
him, hoping to strike from behind. By
some coincidence, he will be in the
same car as the player characters....

Jacob has no cybernetic enhance-
ment but will fight with an uncanny zeal.
Use the Humanis Policlub Member
{page 168 of the Shadowrunrules) sta-
tistics and skills for Jacob.

Possible Subplots:Jacob might have
been influenced by the nightmare chip
and gone insane, or he might have
ingested some of the drugs the Zom-
bies are trying to spread, or he might
have been brainwashed for learning
too much about one of the gangs (the
voices tell him not to tell anybody) or

traumatizedto prevent himfrom spread-
ing the word.

You Check in...

The PCs at some time may stay in an
hotel. They might expect the visit to be
short and sweet, without incident. But
even with all the usual precautions of
the experienced shadowrunner, some-
thing unexpected might happen.

A Cry In the Night: The PCs are
startled awake by the screams of what
sounds like a human female inthe next
room. If the PCs put their ears to the
door, they can hear what sounds like a
baseball bat striking a side of beef.

If the PCs call the front desk and com-
plainaboutthe noise, nothingwill happento
them for the rest of the night. If the PCs
decide to take action and burst through the
door, theywillfindthatthe rcomisempty, but
aftrail of blood leads from a pool onthe bed
totheopenwindow. Thereis nofire escape,
and the ledge beneath the window shows
only afew drops of blood. Nothing out ofthe
ordinary can be seen from looking out the
window.

The next day, the PCs hear from the

hotel staff that a hotel guest was horri-
bly mutilated a block fromthe hotel. The
victim was a human female and she
was very difficult to identify. Police have
no clues or motive for the slaying.

The womanwas killed by a troll suffering
from an acute mental disorder. He befieves
that he is a troll because human women
gathered in a council and had his genes
altered. Therefore, he is on a mission {o kil
human females as an act of twisted re-
venge. Unfortunately, he's good at skulking
around the city. He was able to rapell down
tothe hotel window of the victim, kidnap the
woman, and use his incredible strength to
practically propel himself back up the rope
before anyoneknewwhatwasgoingon.He
will continue until he is caught orkilled. Use
the Troll Bouncer (page 173 ofthe Shadow-
run rules) for statistics and skills.

Subplots: Thetrollcouldbe partofagang
orcultthat s like a policlub, only sadistically
violent. The poor troll could be a victim, fike
Jacob, or he could be the escaped experi-
mental specimen of a local research firm.
That firm might need someone io hunt the
troll down and bring him back in secrecy.
Enter the shadowrunners. Q

Challenge 54 61



SCIENCE FICTION

THIS YE
ENTER
ANOTHER
DIMENSION.

SUBSCRIBE NOW
AND SAVE 34% OFF THE COVER PRICE

[JPlease send me 18 issues of ISAAC ASIMOV'S
SCIENCE FICTION MAGAZINE for only
$29.50—I save 34% off the newsstand price.

[JPlease send me 8 issues of Isaac Asimov’s Sci-
ence Fiction Magazine for only $13.97.

Mail to: Isaciec Asimov’s
P.O. Box 7057
Red Odk, 1A 51591

OR CALL 1-800-333-4108

(J Payment Enclosed [ Bill Me

O Charge ‘l %
{Circle one) . :

Exp. Date

Signature

M5CC-6

Qutside US & POSS., 12 for $22.97, 18 for $33.97 (Cash with order US
funds). Please dllow 6- 8 weeks for delivery of your first issue.

[
i
|
|
!
l
|
Card# |
1
|
|
|
|
|
|
l
|



Sourcebook

Behind the shadows of our world, the Dark Ones lurk, plotting humanity’s
ruin. Their Dark Minions stalk us, armed with horrific devices, the products g
of strange and hideous sciences. Human agents capture what they
can, hoping for weapons that will aid them in their fight. And in
some secret strongholds, individual ETs who have escaped the
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the gruesome biologic weapons of the Dark
Minions, to the futuristic constructs of the
ETs, to the most advanced in human
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Horrors of Realistic
Cyberspace Technology
By Marcus L. Rowland
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he idea of neural in-
| terfacing (connecting
| the human brain to
electrical equipment)

@ is at least 100 years
old. In science fiction it began
with Frankenstein and early ro-
bot stories, took in radio, televi-
sion, and radar as they were
developed, and added mentally
controlled prosthetics and space-
ships in the 1940s. The com-
puter revolution led to stories in
which characters were linked to
mainframes, and new concepts
developed along with the tech-
nology of the computer era. The
current incarnation of the idea,
typified by Willliam Gibson's
Neuromancer, is used in most
near-future roleplaying games.

The details of neural interfacing
are often vague. Gibson mentions
“dermatrodes,” presumably skin
electrodes, but glosses over de-
tails of their operation. | tend to
assume the equipment he de-
scribes lookssomething like across
between a medical EEG set and
stereo headphones. it has a data
transfer rate that is fast enough to
allow recording of human person-
alities and mechanized telepathy.

Even in the perfected form de-
scribed by Gibson and others, this
equipment is far from safe. Char-
actersin Neuromancer sometimes
sufferviolentepilepticfits and heart
attacks, the drastic effects of
antihacker programs. At least two
authors have shown characters
“possessed” by the recorded per-
sonalities: of other programmers.
Occasionally the results include
brain death.

If the equipment really worked
as described, I'm not sure that I'd
wantto useit. | suspect that things
could be much worse. The IBM
and Compag versions of neural
interfaces would be frightening
enough—I wouldn't go anywhere
near one built at the cut-price end
of the market. Imagine everything
thatcan go wrong with acomputer,
from voltage spikes to parity errors
andsystem crashes. Nowimagine
all these things happening inside
your brain.

INSTALLATION
To begin at the beginning, our
brave cyberspace explorer
needs afewthousand implanted
electrodes. Why so many? The
reason isthat most are going to

be useless. Theonly way to make
this technology pay isto sell a lot
of units; millions of sales are
needed to cover development
costs. If each electrode were
implanted by a trained surgeon,
every neurological clinic in the
world would be doing nothing
but putting in electrodes, at a
cost of many thousands of dol-

lars per patient, and the manu-

facturers would still only be able
to sell a few hundred units a
week.

The most obvious way out of
this dilemma is to automate the
process completely and use a
fast method which doesn't re-
quire pinpoint accuracy. One way
to do this is a shotgun ap-
proach—if enough electrodes
are in approximately the right
areas, some are bound to be in
the correct locations. The elec-
trodes will have to be extremely
thin to avoid brain damage, thin-
ner than current glass or carbon
filaments. Since the brain can
move inside the skull, they also
need to be very flexible. Per-
suading them to penetrate the
skull and brain won't be easy.

Picture a device like a high-
tech sand blaster firing a few
thousand tiny. harpoon-shaped
electrodes into your brain at su-
personic speed. Each electrode
isthe spoolforafew centimeters
of microscopically thin supercon-
ducting wire which unwinds as
the electrode moves. The un-
winding wire makes the elec-
trode spin, causing a gyroscopic
effect which keeps it on course.
Oncetheelectrodes are inserted,
installation software finds those
which are tapped into useful
nerve areas. Many others willbe
in connective tissue or blood
vessels, and some will be faulty
by the time they are in place—
damaged during insertion or
during manufacture. There’s no
safe way toremove useless elec-
trodes, sothey’lijustbe leftinthe
brain.

if the electrode material is
carefully selected, rejectionwon’t
be a problem. The strands must
be biologically inert, not just cor-
rosion-resistant—the body has
a nasty habit of attacking foreign
material or coating it in inert
fibrous tissue, which could eas-
ily damagethebrain. Fortunately,
there is already some medical

expertise in this
field, and there
should be alotmore
bythetime electron-
ics developments
allow this sort of
work. Evenso, I sus-
pectthatthese elec-
frodes might have a finite life
span and need replacement ev-
ery two or three years.

Whatarethe electrodeslinked
to? For the data transfer rates
we're discussing, it has to be
something like a fibre-optics
cable, which implies that the sig-
nals need to be amplified and
converted into infra-red pulses.
Since the system will be fine-
tuned to match the user’s brain,
the amplifier-transmitter unit
might as well be permanently
attached to the body. With luck,
and with 21st-century miniatur-
ization techniques, this relay
should be no larger than a small
coin, containing a highly stable
memory recording the setup in-
formation, translation circuitry
and communications systems:
Power is picked up inductively
by a tiny Tesla coil or possibly
comes from a long-life battery. |
thinkthatwe canrule out nuclear
batteries this close to the brain
unless shielding gets much bet-
ter.

The relay could be embedded
under the skin with just a tiny
socket 1o reveal its location, but
anyone prepared to go to the
lengths of submitting to this op-
eration may choose to advertise
the fact by leaving the interfaces
visible. Afew chromed studs pro-
truding from the forehead do a
lot to establish your street-cred
as a hard-core hacker.

We'll ignore the tiny problem
of decoding thousands of neural
signals and passing computer
signals back into the brain; pre-
sumably someone will have the
answers by the time this tech-
nology is available.

WHAT HAPPENS
NEXT?

One possible answer is sen-
sory ovetload. If a child is born
blind and cured surgically later
inlife, the patient sometimes can’t
cope with the flood of new data.
Effects can range from confu-
sion to epileptic fits. There may
be asimilar effect with implanted

electrodes, and it would prob-
ably be best to start slowly. Be-
gin with a little texi, then gradu-
ally work up towardthree-dimen-
sional graphics and other
senses, and ultimately the full
cyberspace experience. It'spos-
sible that the brain may only be
able to cope with a little extra
information. For example, if you
cover one eye and look at the
“m” in “information”, your eye is
only clearly focused on the “m”
and two or three lefters to either
side. Beyond that you see
semifocused shapes of varying
degrees of clarity. The illusion of
clarity over the full visual field is
maintained by memory, eye
movements and stereoscopic
vision. It's possible to speed up
visual data acquisition by train-
ing, but it still takes time to pro-
cess the information. The main
limitation is probably the data-
handling speed of the brain, not
the data-acquisition rate of the
eyes. Speed up the flow of infor-
nfation or bypass the visual cor-
tex completely, and there are
likely to be problems.

Let’s say, forthe sake of argu-
ment, that with practice these
implanted electrodes will let you
assimilate data about four times
more rapidly than reading a dis-
play screen, with the same ad-
vantage in feedback to the com-
puter. Let's also assume thatthe
brain can handle this flow of in-
formation, interact with it and
make meaningful decisions. This
possibly meansthatyoucanuse
your computer about 16 times
morerapidly thanaconventional
operator. It sounds very impres-
sive; unfortunately, it still means
that the computer will spend
about 95% of its time waiting for
input because computers are
going to be much, much, faster
by the time that this surgery is
available. It's also likely that true
artificial intelligence will have
beendeveloped. Computerscan
already keep track of the stock
market more-rapidly than any
human stockbroker—by the next
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century, the easiest way togeta
major computing job done may
be to tell the computer what you
want and stand clear while it
gets on with the work. Constant
interaction won't speed things
up and is far more likely to slow
them down.

Having said all this, you may
wonder what neural interfacing
is good for. To be frank, | doubt
that it will ever be the major eco-
nomic and social force depicted
in most games and SF. Access
to aninfinite sea of datais mean-
ingless without a good idea of
what you intend to do with it and
where the useful information will
be found. Picking up a nearby
book and opening a page at ran-
dom, | learn that “...myoglobin
remains fully saturated at ten-
sions well below that required
for hemoglobin to give up its
oxygen.” The sentence means
something to me; if it didn't, the
book probably wouldn’t be in my
house. Now imagine that | have
equally easy access to any book
in the world and try to guess the
results of a random sampling.
Datacanonly be important if you
know what it means, and a near-
infinite data field implies a near-
infinite number of ways to hide,
lose, garble, or misinterpret the
data.

In many ways conventional
network facilities may be more
useful than direct neural inter-
faces. A computer mailbox
doesn’t mind waiting afew hours
or weeks for messages; a hu-
man operator is likely to getthor-
oughly bored, especially while
processing data 16 times more
rapidly than someone calling in
from a conventional system. A
well-automated data retrieval
andindexing serviceinthe hands
of aprofessional whoknows how
to use it is likely to be a lot more
useful than an amateur with a
head full of electrodes and an
idea that it might be fun to knock
over a bank.

SYSTEM
PROTECTION
| suspect that the ease and
profitability of hacking is greatly
overestimated by most cy-
berpunk authors. The genre as-
sumes vulnerable computers
and an accessible flow of infor-
mation. Both seem unlikely if
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super-hackers are known to ex-
ist. If corporations start to take
major damage, they are likely to
spend major money protecting
their systems. Some organiza-
tions will simply stop using pub-
lic networks; others may stay on
line, but they will be very well
protected. The antipersonnel
software described by cyberpunk
authors is one answer, but data
encryption seems a more practi-
cal bet for long-term protection.
There are already public key
encryption methods that can
theoretically resist a Cray for
saveral days; you can't buy soft-
ware incorporating the best sys-
tems because Britain’'s GCHQ
and America’'s NSA won't allow
anyone elsetousethem. If hack-
ing started to cause real eco-
nomic damage on a national
level, it seems likely that the se-
curity agencies would have to
loosenthereins. There aremany
other ways to make data trans-
missions secure; most involve
equipment which costs a lot of
money and won't be readily avail-
ableto hackers. Military systems
will use entirely separate net-
works, with even higher levels of
protection.

As a last cynical thought on
the subject of hacking, it's un-
likely thatanyone would produce
neural interfaces for a small
market like hackers. They only
make commercial sense with a
big pool of customers. The only
organizations with the resources
to build them will be the muitina-
tionals that the hackers are try-
ing to crack. Is it really likely that
these corporations will sell equip-
ment that can easily be used to
harm them?

ENTERTAINMENT
AND THE ARTS
If hacking is ruled out, where
will this equipment be useful?
My best guesses are in enter-
tainment and the arts.
Entertainment uses should be
obvious. If you can pipe images
and/or body sensations to the
brain, you have the perfect me-
dium for everything from indus-
trial training to hard-core por-
nography. If the technology is
feasible at all, this is where the
real money will be made. There
are too many unknowns to say
how it would work, but interac-

tive programs seem most likely.
The user experiences sight,
sound and other sensationsin a
totally convincing virtual reality
simulation.

The frightening social effects
of these systems have been ex-
amined by many authors. Apart
from the obvious possibility that
people might choose to spend
all their time immersed in a fan-
tasy universe, there seems a
good chance that the technique
might be used for advertising
and political or religious indoctri-
nation. Whether these tech-
niques would be more success-
ful than other methods remains
unknown; the potential is there,
and someone is bound to try it if
the technology is developed.

The ability to visualize an ef-
fect and immediately "see” it
should be very useful in design
and the graphic arts. With prac-
tice, users should be able to
acquire an intuitive feel for the
medium, bypassing many of the
steps required by oldertechnolo-
gies.Asanexampleof howdras-
tic such a change could be, take
a look at an old-fashioned type-
setting machine and printing
press, and compare it to the lat-
est desktop publishing system.
Now imagine similar streamlin-
ing applied to every form of art.
This may sound unlikely, but in-
dustrialrobotshave already been
used for sculpture and painting;
the output side of the process
already exists, and it's now the
input side that lags behind.

lf this technology becomes
affordable, we're going to see a
lot of art. Much of it will be poor,
instant “stream of conscious-
ness” work because this pro-
cess will allow impatient or in-
competent artists to produce
finished workinamatterof hours,
ratherthan spending the daysor
weeks neededtogetthingsright.
So 90% of it will probably be
rubbish, but 90% of everything is
rubbish anyway. Provided that
it's recyclable rubbish, it prob-
ably doesn’t matter much.
There'llbe some gems amongst
the crud, work as fine as any-
thing from the Renaissance or
the 19th century. It might not be
anything we'd recognize as art
today, but we should be ready
for it by the time it comes along.

The rest of this article sug-

gests a variant background,
some extrarules, and adventure
outlines for cyberpunk-style
games. Most parts are primarily
intended for referees, and if you
play in such a game you may
want to stop reading here.

HISTORICAL
BACKGROUND

Computer hacking was de-
clared illegal by all major gov-
ernments bythe mid-1990s. This
did not stop computer hacking.
By 1999 hacking was blamed for
several major disasters—the
London floods of 1894-6, the
destruction of Vandenburg Air
Force Base in 1995, and the
accidental activation (and mu-
tual annihilation) of several Star
Warsprototype systemsin 1997.
Losses attributed to computer
hacking rose from a few million
in the 1980s to several billion in
1999. Thefinancialinstability that
resulted led to the splintering of

-national governments and the

rise of dozens of global and na-
tional power groups, most nota-
bly religious and paramilitary or-
ganizations, multinational corpo-
rations, etc.

Today most areas are con-
trolled by one or more of these
organizations. For example,
Lower Manhattan is run by the
Salvation Army/Toyota/IBM alli-
ance. Today these groupings
seem to have stabilized, and
there has been an explosive
flowering of technology and the
arts, fuelled by rapid advances
in computing. Meanwhile the
technology of hacking continues
to develop. Recent advances in
man-machine interfacing make
it possible for human personali-
ties to enter cyberspace and tap
into datafar more effectively than
ever before.

THE REAL STORY

While hackers caused some
of the problems of the late 20th
century, they were never the
major menace portrayed by the
media. it was simply convenient
to blame the shortcomings of
government and industry on a
small and relatively defenseless
group. For example, the London
floods were mainly the result of
government cut-backs which
neglected maintenance of flood
defenses.



The global economic collapse
and its aftermath were engineered
bybusinesscartels whowantedan
end to interference in their opera-
tions. One consequence affected
hacking; corporations could finally
use secure data encoding algo-
rithms, previously bannedbecause
government computers couldn't
crack them effectively.

Today there’s rarely a direct link
between commercial data banks
and publicly accessible communi-
cation systems. Where such links
are needed, it takes hours of com-
puter time for an outsider to de-
code a few second’s data trans-
mission, by which time the data is
too old to be useful. Systems
changetheircodes severaltimesa
second, usingatomicclockstosyn-
chronize the change. Equipment
this sophisticated isn't available to
hackers.

Publicrecords and minorcom-
mercial systems are still acces-
sible; this may be useful if you
need Swedish census data for
1982 or a comprehensive sum-
mary of Korean Ung poetry. Oth-
erwise, it’s unlikely that they will
produce worthwhile information.
The vulnerability of major finan-
cial systems is a myth; there are
approximately 50 successful
penetrations a year, usually in-
side jobs, with an average yield
of $150,000 before detection.
While 85% of offenders are
caught, most seem to suffer un-
fortunate accidents,

Theauthorities perpetuate this
myth because an immense
amount of futile effort is chan-
neled into attempts fo crack major
data systems, effort that might
otherwise be devoted to more
lucrative forms of crime or rebel-
lion. Softtargets (hospitals, small
businesses, universities, etc.)
have learned by experience; itis
possible to penetrate their sys-
tems, but nothing useful is left
accessible to hackers. Critical
systems are never left on-line to
the public networks.

Thetechnology usedforhack-
ing is developed and marketed
by the very corporations that the
hackers are trying to penetrate
orby allied companies.And 90%
of sales areto students, attracted
by the myth of easy fame and
wealth, who typically discard the
equipment within ayearorturnit
to other uses. Cyberspace inter-

faces were originally developed
for entertainment, and their use
for hacking is less efficient than
normal techniques; it is also ex-
pensive and dangerous. Natu-
rally news is slanted to give the
opposite impression.

The setting is very like that in
existing games. The main differ-
ences are that cyberspace hack-
ers tend to be young and naive,
much less effective than they be-
lieve, and vulnerable to a range of
interesting medical problems.

WE HAVE THE
TECHNOLOGY

Everytime a setof electrodesis
implanted, there’s a significant
chance of brain damage or other
neural effects. Forexample, one of
the filaments might loosen a small
blood clotandtriggerastroke afew
hoursordayslater. Theriskissmall
atfirst, but rises with the number of
eleciredesimplantedand increases
if the brain isn’t given enough time
to heal between implants. Inciden-
tally, cyberspace hacking is addic-
tive;there is astrong tendencytofit
more electrodes, whether or not
they are really needed, to improve
the“reality” ofthe experience. Use-
less wires can't be removed and
are broken down by the body very
slowly, so the brain eventually fills
with many thousands of micro-
scopically fine filaments,

Cyberspace systems haven't
been in use long enough for the
extent of the danger to become
apparent. Domesticentertainment
users arerarely affected sincethey
only have one set of electrodes
fitted every two orthree years. The
few incidents that have cccurred
have been carefully hushed up.
Deaths andillness amongst riff-raff
like hackers don't interest anyone
but those involved.

Apartfrom style, there is a prac-
ticalreasonwhy expetiencedhack-
ers have chrome covers on their
interfaces—they are very wvulner-
able to infra-red jamming. A TV
remote control can cause a jolt of
pain; a cordless computer key-
board can trigger a migraine head-
ache. Mostlaserweaponsuseinfra-
red on similar frequencies, and
even a near miss would generate
enough spurious signals to wipe
out the configuration data in the
terminal unit, making cyberspace
access impossible until it is re-
programmed.

BRAIN DAMAGE
PROBABILITY

Each player character is as-
sumed to have been involved in
cyberspace hacking for two to
four years. Roll 1D100 on the
Brain Damage Probability Table
for years and for the number of

electrode sets, then roll for brain
damage effects (if any). Record
the number of electrode sets for
future use; if more electrodes
are added at a later date, reroll
forbrain damage. Afteryear four
the chance of brain damage
stays at 4% per electrode set.

2% per electrode set

86-00 4

4+1D4

4% per electrode set

Stroke. The victim is semiparalyzed down one side,
walks with a limp or uses a wheelchair, and suffers major

penalties to all physical characteristic and skill rolls. This
problem does not affect cyberspace dopplegangers

26-50 pilepsy. One att

76-80

86-95

personality.

chance of taking physical or mental damage.

Wireheading. An electrode has penetrated the pleasure
center of the character’'s brain. This means that the
character’s body feels intense pleasure in cyberspace
but suffers withdrawal symptoms at cther times.

Speech center damage. The character stutters or slurs
words. This affects the real body and the cyberspace

per cyberspace trip, with a good

01-30  Color blind. All color vision is lost.

conscious effort, the eyes don't focus on the same point,
resulting in blurred double vision.

Blindinoneeye. Limited depthperception, affects marks-

manship etc.
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Full Metal
Pizza

As you check the local bulletin
board, amessage slowly appears.
It looks like someone might actu-
ally betypingitin, ratherthandown-
loading it from a neural interface:

Hihackers.
Takealockat AVIPIdatanode,
access code 23-89585-

2913243, Looks like a big cor-

porate database. It's tough,

heavily protected, should be in-

teresting. My rig isn't up to it.

Anyone out there gets inside,

let me know what's in there.
Logging off for tonight,
Zippy

Alotof peoplespend alotoftime
incyberspace. Mostofthesepeople
are teenagers and young adults.
After an evening’s interfacing, they
are tired, thirsty and hungry.

Enter Amalgamated Global
Convenience Foods and its new
subsidiary, Full Metal Pizza Inc.

mainly on the fun side of postal gaming (Play-By-Mail}, with diversions into many other

AGCF's marketing division has
noticedthis potential customerpool
anddecidedtotapitby luringcyber-
space explorersinto an automated
order system. lf's supposed to be
fastand fun; asthey worktheirway
through the system, the choices
they make will determine the size
and ingredients of the meal, which
will be charged to their credit card
accounts. Messengers will deliver
the food a few minutes later. If all
goes as planned and customers
like this idea, aninternational chain
of FMPI computers will spring up.
First, though, the system must be
given a trial run. No one expects
any trouble because it's been de-
signed by expert programmers.
Want to guess who'll happentobe
the first hackers into the system?

Once the PCs try to investigate
the"database”theyfindthemselves
trappedinanightmaremaze, likea
really bad computer adventure, in
whichtheonly way toprogressisto
pick types of meat, vegetables,
pasta and other ingredients and
trimmings. Forexample,onescene
dumps the team in an ltalian mar-

ket, where a Godfather-style char-
acter tries to make them an offer
they can't refuse; delicious garlic
bread, guaranteed to "keepa da
vampires away.” Another scene
puts adventurers in a shooting gal-
lery where they must fire at differ-
ent animals and meat products.
Some of the scenes have bugs
and expose the characters to ef-
fects as dangerous as Black lceor
your game’s equivalent.
Eventually the PCs should fight
their way to the final scene, the
check-out, wheretheirbills are item-
ized and must be paid. The game
won't let PCs log out without pro-
ducing a valid credit card number.
Any attemptto use afake resultsin
avisit from the company’s mobile
goons, who suggest that charac-
ters might want to think twice be-
fore committing credit card fraud
again—and they bring home the
point by breaking an arm or two.
If the PCs try to argue with the
program, it suggests that they
should complain in writing to the
corporate headquarters—rFull
Metal Pizza Inc, c/o Amalgamated

Global Convenience Foods, Box
329458, Liberia. There will not be
any reply. Anyone who persists in
arguing will abruptly find that he is
slumped in front of a cyberspace
terminal; the Full Metal Pizza sys-
tem has cut the last links, leaving
the adventurer with asevere head-
ache and no real desire to plug in
again that evening.

Whatever happens, inthe early
hoursofthefollowing morning, each
of the adventurers hears a loud
knock at the door. When they look
outside, they'llfind a pile of cartons
and tubs, full of cold pizza, warm
ice cream and other goodies, plus
alarge credit card bill. Residents in
poor neighborhoods may also find
a rat or two busily gnawing at the
cartons.Any resemblancebetween
the goods ordered and those re-
ceived is purely coincidental.

Anyone who eats any seafocd
pizza gets severe pollution-related
poisoning, resulting in a spell of
illness lasting several weeks. Any-
onewho eats chilligets mild amoe-
bic dysentery. The rest of the food
is relatively innocuous. Q

presenting ...

AMERICAN GAMER

The newest gaming magazine would like to invite you to join us in celebrating our favorite
pastimes in the gaming world. American Gamer™ is a bi-monthly publication focusing

realms such as miniatures, role-playing, board gaming, and computer games. Our articles
include reviews. hints, designer notes, industry news. turn by turn commentary, and our
own special game ratings system. American Gamer™ focuses on the North American side
of the gaming industry so that you can get timely information on the games that you play.

WHY WAIT? NOW IS THE TIME TO DISCOVER THE MOST DYNAMIC HOBBIES GOING!

Subscriptions to American Gamer™ are: Sample issue for $3,95, 6 issues for $21.00, and 12 issues for $38.00
Canadian subscriptions add $.50 per {ssue. Overseas subscriptions are $5.00 per issue surface mail.
All subscriplions to American Gamer™ are 1o be paid in U.S. Funds drawn from U.S. banks.

Have you ever wanted (o become a writer or columnist? Well now is your chance. Just write for a copy of our
Jree Submission Guidelines. We pay $10 per printed magazine page, and $20 per page of inside art. If you are
a color artist, contact us for our color art rates.

IT's NEVER A DULL MOMENT AT AMERICAN GAMER!

AMERICAN GAMER
P.O. BOX 8226
CHERRY HILL, N.J. 08002
(609) 795-7630
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Conquer
fear the

only way

possible.

Mayfair
Games

P.O. Box 48539
® THE HORROR ROLE-PLAYING GAME Niles, IL 60648
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New York City, NY: Police are investigating
the theft of a rare book from the private collec-
tion of C. Arthur Locke. The thieves broke into
theresidenceearlyintheeveningandstolearare
copy of Daemons of the Fire.

Locke shotandkilled one of the burglars,
but the other escaped with the book. The
value of the stolen book was not known.

ne of the PCs stumbles upon
the above article, dated Sep-
tember 8, 1926, while read-
ing the morning newspaper.
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By Dan Snuffin

A successful Cthulhu Mythos rolt will
reveal to the characters that Daemons
of the Fire is a Mythos book.

This adventure is located in Boston,
but the referee may adjust the location
to fit his campaign. The referee will
have to decide how to involve the char-
acters based on their situation and his-
tory. If one of the PCs is a professor,
Miskatonic may send him to investi-
gate. Or possibly one of the characters
knows C. Arthur Locke or is interested
in the stolen book.
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KEEPER’S
INFORMATION

A horde of Deep Ones is plotting to melt
the Arctic ice by summoning Cthugha. The
riseinsealevelwillexpandtheirunderwater
domain while causing serious disasters for
the surface dwellers. The Deep Ones have
stolen Daemons of Firebecause itcontains
the Summon Cthugha spell. They have
hijacked the freighter Blue Star to cary
themand the more human members of the
horde upto the Arctic Sea. After all, that's a
long way to swim!



NEW YORK CITY

Locke will not conduct any interviews
overthe telephone, but he will invite the
investigators to his home to discussthe
theft. Travel by train from Bosion io
New York City will cost $5.70 and will
take seven hours.

The Locke residence is a two-siory
mansionof weathered brick surrounded
by a large, well trimmed lawn. C. Arthur
Locke is a tall, healthy looking man in
his early fifties who wears a green
sweater of questionable taste. He will
cooperate with the investigators after a
successful Oratory roll has been made.

Locke will tell the investigators that
he was sitting inthe denwhen he heard
noises coming from the reading room
where he keeps all his books. He pulled
a revolver from his desk drawer and
went to investigate. He saw two men
snieaking down the hallway toward an
open window, one carrying the book.
He yelled at the men to stop, and the
firstturnedtoward himwhile the second
continued down the hall. When the first
made as if to attack him, Locke shotthe
man in the chest. The other jumped out
the window and escaped.

Lockeis notaware of the Mythos value of
the book, noris he awarewhythat particular
bookwas stolen. He willexplainthat he tried
to read it once, but the messy old English
text required foo much effort.

If the PCs ask to see the rare book
collection, Locke will proudly oblige. There
are many rare titles, but no Mythos books.

If asked about anything unusual that
may have happened or about the man
killed, Locke will remark. “The man
looked very unhealthy. His skin was dry
and scaly, and he had no hair.”

AFast Takk or Oratory rollwillget the PCs
into the city morgue to view the body.
Gunshot wound aside, the man looks un-
healthy indeed. His skin is dry and scaly,
andhe appearsiohavelostallof hishair. His
ears are set to close to his head, and his
eyes are a little large. His identity is still
unknown. Asuccessful Cthulhu Mythos roll
will tell the PCs that this man is halfway
through the transformation from human to
Deep One.

DISAPPEARANCE
The next day, the party will get an
alarming phone call. If one of the inves-

tigators is a journalist, it will be from his
editor. Otherwise, the caller will be a
journalist contact acquainted with one
of the characters. The caller will inform
them of the mysterious disappearance
of the whole population of Rockport, a
small costal village in Massachusetts.
Approximately 125 people écompletely
vanished with no trace. Thydisappear-
ance was discovered late last night.

Rockport is about 35 miles from Bos-
ton, two and a half hours away by car. It
is a remote fishing village of old, weath-
ered wooden buildings and shacks in
various states of disrepair. Most smell
only of fish, and everything looks undis-
turbed. A Fast Talk or Oratory roll will
get the party past the loose security
surrounding the area.

Although very old and warped, the
docks of Rockport are very strong. Boats
are still tied up on most docks. While
looking in this area, anyone making a
successful Spot Hidden roll will notice a
life ring caught in some cattails right off
shore. The white ring has the words
“Blue Star” on it, and the preserver
looks relatively new.

One building in Rockport is identified by
the signoverthe doorasthe“EsotericOrder
Of Dagon.” Those making a successful
Cihulhu Mythos roliwillknowwho Dagonis.
inside are many old chairs leisurely orga-
nized in rows facing a bare stone altar. The
building is otherwise completely empty, as
everything of importance was taken onthe
voyage. Obviously this is a very poor ex-
cuse for a house of worship. While looking
in this area, anyone making a successful
Spot Hidden roll will notice a small scrap of
paper lying beneath one of the chairs. The
papercontains the word “tar,” with anything
once preceding that inscription tom off.

Rockport has a grocery store, but
there is no food here—the shelves are
bare. The inventory records are miss-
ing, but there are many empty craies
and boxes inthe back room. If the PCs
check the labels to see what was once
in the crates and boxes, they will find
three labeled “fur parkas.” The rest of
the boxes are labeled “candles,” “oars,”
different types of food, eic.

BLUE STAR

Acallio the Boston Port Commission
(BPC) will reveal that the Blue Staris a

cargo freighter that left Boston harbor
on September 2 for Libson. One day
later, all contact was lost, and it was
presumed that the freighter may have
sank in the heavy storms that hit at the
time radio contact ceased.

If the PCs ask the BPC for details
about the Blue Siar, a successful Fast
Talk roll will reveal that the captain of
the freighterwas Samuel Westhouse. A
total of 32 crewmemberswere onboard.
The cargo was wheat, various food-
stuffs and tobacco.

If the PCs mention that they found a
life ring from the Blue Starin Rockport,
the BPC will say that's not possible,
considering the ship’s position and the
currents concerned.

If the PCs investigate the matter fur-
ther, they may discover that two of the
crewmembers were from Arkham. This
is a red herring, but it might lead the
characters on an interesting wild goose
chase.

MISKATONIC
UNIVERSITY

The best place to find information
about the Esoteric Order of Dagon or
Daemons of the Fire is Miskatonic Uni-
versity. At the library, many hours of
work and a successful Library Use roll
(or a suitable contact, if the PCs have
one) will reveal that Dagon is an ex-
tremely large, fishlike humanoid and
leaderof arace of similarbeings smaller
than himself. The Esoteric Order of
Dagon is not mentioned.

The rare books section of the library
where Daemons of the Fire or more
sensitive information on the Esoteric
Order of Dagon can be found may only
be accessedif a PCis a professor atthe
university or the PCs are accompanied
by a professor. A translation of Dae-
mons of the Fire is available to those

"with the proper clearance.

If the investigators try to find out more
about the Esoteric Order of Dagon, Dae-
mons of the Fire or cult activity at Rockport
through the faculty, they will eventually be
referred to Dr. Jim Aarenson, professor of
Anthropology. lf any ofthe characters either
teach or attend Miskatonic University, as-
sume they know Dr. Aarenson. Aarenson
will tell the investigators that he is not sur-
prised to hear of cult activity in Rockport
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because Dagon is often worshipped by
simple fisher-folkinremote coastalvillages.
He can give the adventurers the same
general information as the library but will be
hesitant to say much more. He is all too
familiar with the Mythos and does not wish
to subject anyone else to the horrors of that
knowledge. However, if the PCs show him
that they already know the Mythos, he will
open up to them. If the PCs mention the
possible connection with the Blue Star,
Aarenson will show sudden interest in the
case and will be more than eager to help.

SIGHTING

Six days after they begin their investiga-
tion, the PCs will leamn that the Blue Star
has been sighted by a trawler off the coast

72 Challenge 54

-
S

of Greenland. The ship, which appeared
almostlifeless, was heading northeast, pos-
sibly toward the Arctic Sea.

Three days after the sighting, the
International lce Patrol (lP—anorgani-
zation set up to monitor icebergs after
the Titanic disaster) will report that it
has found the Blue Star loosely locked
in the Arctic Sea off Greenland. Heavy
storms prevent the IIP from investigat-
ing further.

if the PCs do not decide to travel to
the Arctic, Miskatonic may ask themto
join a team sent to investigate the ap-
parent link between the Blue Star and
the mysterious disappearance at
Rockport. In either case, Aarenson will
want to accompany the group.

Travel by plane will take approxi-
mately four days. The closest settle-
ment to the Blue Siar's reported loca-
tionis Hudsonland, a smallfishing com-
munity on the coast of Greenland. The
Greenland Sea is frozen at this time of
the year—everything is covered with
snow and ice. Temperatures are gener-
ally in the teens, and the wind chill
factor may bring the actualtemperature
close to zero degrees. A PC not
equipped with warm clothing can sur-
vive outside a humber of minutes equal
to his CON before taking a point of
damage. This cycleis repeated untilthe
PC loses half of his hit points in this
manner, at which time he falls uncon-
scious. If unattended, he will freeze to
death quickly thereafter.

A small store here carries most es-
sential supplies, charging 150% of the
normal price.

If the PCs contact the liP, they will
learn that fierce snowstorms have pre-
vented the organization from investi-
gating the freighter’s condition. Luckily,
the weather is much more hospitable
today. Travel by sled to the site of the
Blue Star will take three hours. The
freighter has been ransacked, and the
whole ship smells of dead fish. Much of
the floor is covered in slime. Aarenson
will tell the PCs that this is a sure mark
of the Deep Ones.

The Deep Ones have not strayed far
from the ship; they are camped only five
miles away. For each hour after one hour
that the characters search, there is a 25%
chance of discovering the Deep Ones, and
there is also a 20% chance that the Deep
Ones will discover them. If the characters
arediscovered, 35-50 DeepOneswilichase
them 3-4 miles and will post guard around
their setilement thereafter. Otherwise, the
party should be able to find a suitable
vantage point from which to observe the
Deep Ones. There are 115 Deep Ones and
74 humans present. The sight of 115 Deep
Ones will cost the PCs maximum SAN (six
points) if they fail their SAN roil—one point
if the roll is made.

What happens after the discovery of
the Deep Ones depends upon when
they were discovered. If they were dis-
covered within a day of the discovery of
the abandoned boat, they will be at-



tempting to summon Cthugha. If the
PCs arrived at any latertime, the inves-
tigators will be around just in time for
Cthugha to appear.

If the PCs try to take on the Deep
Ones as a group, they will have the
element of surprise, but they will none-
theless be ripped to shreds uniess they
come up with something very clever. if
the PCs do succeed in disrupting the
ritual, the Deep Ones will try the sum-
moning again inthree days. Only death
will stop the fanatic cultists from even-
fually completing the summoning. If the
PCs are unabile to interrupt the ritual or
just wait around to see what happens,
Cthugha will arrive five minutes after
the chanting is completed.

CTHUGHA ARRIVES

Only four of the Deep Ones actually
know the spell, and they will be leading
the Deep Ones in the casting. The
cultists are ringed around a large boh-
fire. They will have to chant for 25
minutes, but the spell will be automati-
cally successful. Suddenly, the flames
turn blindingly white, and an intensely

bright point of light floats up from the
fire. When it reaches a height of about
22 feet, it erupts into the huge flaming
ballthat is Cthugha, while fire vampires
begin to jump from the bonfire. All
present must make their SAN rolls or
lose 1D20 SAN. Those making the roll
lose 1D3 SAN.

Suddenly, it is very hot. The Deep
Ones will flee, running back toward the
freighter. The hard-packed Arctic ice
instantly begins to melt.

The characters will only have one
chance to try to banish Cthugha.
Aarenson will lead them in the banish-
ment spell, expending full magic points.
Each character who knows the spell
may also expend all his magic points,
while others may only contribute one
magic point. Nine points must be ex-
pended to match Cthugha’s POW, and
each additional point will give them a
5% cumulative chance of dismissal. If
the spell succeeds, Cthugha will leave
in a blinding flash of light before doing
any serious metlting. The PCs will gain
1D20 SAN. They will also gain 1D10
SAN, realizing that they have saved the

world from disaster.

If the spell fails, the PCs will have 1o
run to avoid being burnt to a crisp. The
PCs havefailed, and Cthughawill glee-
fully turn most of the Arctic ice cap into
waier, causing numerous weatherprob-
lems, plus worldwide coastal flooding
as sea level rises about 60 feet. The
horrified PCs will lose 1D20 SAN, and
life on earth will be changed forever.

CLEANING UP

if the PCs successiully prevent
Cthugha from meliing the ice cap, the
Deep Ones will not try to summon it
again, thinking that they somehow lost
favor with the being.

If our heroes let it get out that they
were responsible, they canexpect many
Deep One revenge encounters in the
future.

Finally, when the PCs return to Bos-
ton, they will be contacted by C. Arthur
Locke, who wishes fo hire them 1o re-
cover Daemons of the Fire. Regardless
of whether the book survived (keeper’s
option), this could be the beginning of a
completely new adventure. OQ
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By Michael C. LaBossiere

We hadn’t received any word from the earlier expedition to the
wrecked planet Laren, so Major Donaldson decided to send my unit
in to see what had happened. I've seen some heavy action and
some bad damage, but this place looked really bad. Spooky too—
sort of like a planet-sized tomb.

After we dropped in, we quickly located the camp. It was totalled.

Carson spotted Danto’s ‘Mech over by some wreckage. It was
upright, but had some serious damage to its torsos and head. | could
see Danto’s body sprawled in the wreckage of his cockpit—there
was no way he was alive.l was shocked and horrified when the
'Mech's arm swung up and a laser bolt slammed into my torso armor.
| was even more horrified when the 'Mech started walking towards
us, jerking like a zombie, with Danto’s body swaying in the broken
cockpit. Things were bad, and they would only get worse.

iththe attack of the Clans, agreat impetus was generated
to locate and recover old Star League technology. Worlds
that had been long abandoned or shunned were visited

. again, sometimes with disastrous results to those bold
enough to disturb the dust of time.

One such planet investigated in 3051 was Laren. This inhospi-
table world was the site of an advanced Star League research center
destroyed at some point—the record of what exactly occurred have
been long lost (or never existed).

The center was aresearch stationfor work in artificial intelligence.
It saw dramatic success in developing a computer to control war
machines. Unfortunately, the command computer was too large to
be housed in a vehicle or 'Mech. But it could be housed in a building,
and could control vehicles and 'Mech’s via a system similar to the
current C3 computer.

That first expedition accidentally reactivated one of the battle
computers. It still had a few undamaged units under its control, and
it used these resources to attack. The expedition’s BattleMech was
damaged, and the pilot was killed. The Al computer had a control
module installed so it could operate the 'Mech. The second expedi-
tion now faces an array of computer controlled vehicles and one of
its own 'Mechs.

DEFENDER

The defending forces consist of the computer-controlled war
machines.

One Phoenix Hawk located in hex 0612 on map 1. It is damaged
as follows: The head has two points of internal structure left, center
torso (front) has 14 points of armor left, and the right torso has six
points of armor left. The antimissile system has six shots left, and the
machinegun has 196 shots left.

Two Ripper VTOLs, landed in any clear hex in the concrete
sections.

One Cyrano VTOL, landed in any clear hex in the concrete area.

One Burke heavy tank, located in any clear hex in the concrete
area. The Burke has only four shots left of LRM 10 rounds. It has
taken 16 points to its front and 10 to its turret.

One Magi heavy tank, located in any clear hex in the concrete
area, The Magihas taken 22 pointstoits front and 12to its right side.
It has 190 rounds of MG ammo left.
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Two Laumer-class heavy tanks, located in any clear hex in the
concrete area.

Three hardened buildings, each equipped with a 50-point ar-
mored turret armed with an extended-range PPC. These are set up
by the defender within the concrete areas and cannotbe closerthan
five hexes to another building.

Four hardened buildings, with no weapons, set up as the armed
buildings.

One command building, hardened, with weapons as per the
armed buildings, set up as they are.

ATTACKER

The attacker represents the second expedition.

Lt. Corbahn’s Achilles: Piloting 3, Gunnery 3.

Sgt. Carson’s Myrmidon: Piloting 4, Gunnery 3.

Pvt . Enfer's Wolfhound: Piloting 5, Gunnery 4.

Pvt. Dieter's Hatchetman: Piloting 5, Gunnery 4.

Four Scorpion-Us (replace the AC/5 with an AC/5 Ultra and
remove the MG and ammo): Piloting 5, Gunnery 4

GAME SETUP
Lay out the City Tech maps with the word “BattleTech” at the
bottom, so that the words are parallel to each other: Liberally
disperse rubble counters through both “concrete” sections of the
maps, leaving a few open areas .
The defender sets up to the left of hex 1612 (Map 1), no closer
than two hexes to the Phoenix Hawk.

SPECIAL RULES

The game begins with a surprise attack from the Phoenix Hawk.
This attack is made at —2, with the defender considered to have
moved its full walking speed. After the surprise attack, play pro-
ceeds as normal.

The use of the hidden units optional rule is recommended. All
defenders (except the Phoenix Hawk and the buildings) may be
hidden.

The hardened buildings all look identical, and cannot be distin-
guished by type until weapons are used or a unit equipped with a
Beagle Probe gets within detection range. The command building
can be detected by a Beagle Probe or by a unit equipped with a
Guardian ECM suite that is within three hexes (it detects the
computers transmissions).

All defending units are computer-controlled by the Al in the
command building. This has advantages and disadvantages.

First, all units are treated as if they are linked by a C3 computer.

Second, all of the units have a Piloting skill of five and a Gunnery
skill of four.

Third, if a hostile Guardian ECM suite is within six hexes of a
computer-controlled unit, that unit loses the C3 effect and has its
Piloting and Gunnery skills increased to 7 and 6 respectively, due
tothe ECM interference. If the Guardian Suite is within six hexes of
the computer itself, these effects apply to all defending units.

The Phoenix Hawk is being controlled by a receiver located in its
head. Destroying what is left of the head will render it inoperable (as
will destroying the CT, of course). The vehicles have had their crew
sections replaced with computer systems. The Phoenix Hawk
should be considered to have a Piloting of 6 and Gunnery of 5
(increase each by 2 if ECM is present) and is not part of the C3 net.

Destroying the Command center will destroy the computer, and
all defenders will cease to operate.

VICTORY CONDITIONS
The attacker wins by destroying or crippling all enemy units on
the map (destroying the computer will fulfill this nicely). Naturally, it
would be desirable to capture as many vehicles intact as possible.
The defender wins by destroying or crippling all enemy units on the map.



LAUMER-CLASS HEAVY TANK

Originally designed as a battlefield superiority vehicle by the Star
League military, the Laumerincorporated two of the more advanced
weapon systems of the time: the Arrow 1V system and the Gauss
rifle. These weapons and its superior armor made the Laumer
feared on the battlefields of its time. Unfortunately, the design
became virtually extinct as Laumers were used up rapidly during the
early wars after the fall of the Star League. This was due to the small
numbers of available Laumers as well as the fact that their power
made them first-priority targets.

The discovery of the design as well as severaldamaged and even
a few mint-condition units on Laren has lead to the resurrection of
the Laumer. The tank is still rare, due 1o the fact that it requires very
advanced technology, but it has made a showing on a few battle-
fields, including some use against the Clans.

Capabilities: With its heavy armaments and advanced armor,
the Laumeris a difficult foe for vehicles and BattleMechs alike. The
tankis equally at home in indirect fire combat as it is on the firing fine.
lts massive Gauss rifle can hole lesser vehicles and smaller 'Mechs
in a single shot, and its Arrow IV {which it can designate itself) is
literally death from above.

Mass: 80

Movement Type: Tracked

Power Plant: 320 Pitban XL
Armor: Ferro Fibrous

Armament:

Manufacturer: GM
Communications System: HiAud-8

Tons
Movement type: Hover
Tonnage: 80 80
Cruise Speed: 4
Flank Speed: 6
Engine: (320 Pitban XL) 17
Rating:
Type: Fusion
Control: 4
Lift Equipment:
Internal Structure: 8
Heat Sinks: 0
Turret: 2.4
Armor: 224 125
Location Points
Front 56
Lt./Rt. Side 45
Back 30
Turret 48
Weapons and Ammo:
Iype cin Tons
Med. pulse laser Turret 2
Med. pulse laser Turret 2
Med. pulse laser Turret 2
Gauss rifle Turret 15
Gauss ammo (16} Body 2
Arrow IV Front 15
Arrow ammo(15) Body 3
SRM 8 Turret 3
SRM ammo Turret 3
TAG Front 1

ACH-1 ACHILLES

The Achilles is a command 'Mech designed to serve as the
commander’s vehicle. As such, it is equipped with the latest C3
computer, as well as a Guardian ECM suite. The Achilles also takes
advantage of many other advanced technologies by employing
Endo Steel in its internal structure and the massive Gauss rifle as
its miain armament.

Capabilities:
The Achilles is well
designedforitsrole
of command ve-
hicle on the con-
temporaty battle-
field. ks armor and
armamentenable it
fo stand up to almost any enemy, and its sophisticated electronics
enable it to remain in command and direct the actions of its lance
mates.

Varlants: Beinganew 'Mech, ithasonly onevariant. The noncommand
version is known as the Myrmidon. it has a slave computer inplace of the
C3 system and the Guardian ECM suite. In place of the C3, it carries an
additional 6 SRM launcher and a fon of ammo in the left torso. Amedium
laser is also added to the right arm and a small laser is added to the left.
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Mass: 75
Chassis: Endo Steel
Power Plant: 300 Viar XL
Armor: Standard
Armament:
1 Vereff Gauss rifle
1 Holly SRM—6
4 Defiance B3m medium lasers
2 SolKill large lasers
Manufacturer: Aitia Battleworks
Communications System: Partec 7
Targeting and Tracking System: Guardian systems

Tons
Tonnage: 75 75
Internal Structure: 3.75
Engine: {300 Viar XL) 9.5
Walking MP: 4
Running MP: 6

Heat Sinks: 10 [20]
Double Heat Sinks: 0
Gyro: 3
Armor Factor: 224 14

Internal Armor

Structure Value
Head 3 9
Center torso 23 37/8
Rt./Lt torso 16 26/6
Rt/Ltarm 12 22
Rt./Lt leg 16 31
Weapons and Ammo:
Type Location Critical Ton
C3 Lt 5 5
ECM LT 2 1.5
Gauss rifle RT 7 15
Gauss ammo(16) RT 2 2
SRM 6 LT 2 3
SRM ammo(15) Lt 1 1
Med laser Lt 1 1
Med laser LA 1 1
Med laser RA 1 1
Med laser HD 1 1
Large laser RA 2 5
Large laser LA 2 5
Variant: Delete C3 and ECM. Add the following:
SRM 6 LT 2 3
SRM ammo(15) LT 1 1
Med laser RA 1 1
Small laser LA 1 10
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CHALLENGE

Rifts World Book 1:
Vampire Kingdoms

Palladium Books.

176 pages.

$14.95.

Written by Kevin Siembieda.

It would seem that 1991 is the year of the
vampire—orperhapstheyearof horrorgam-
ing. At Origins and GenCon this year, sev-
eral new horror products were released:
Dark Conspiracy from GDW, The Orrorsh
Sourcebook from West End games and the
Chill Companion from Mayfair, to name a
few. Following them up were Vampire from
White Wolf, the Vampires sourcebook for
Chill from Mayfair and Vampire Kingdoms
from Palladium. While I'd love to chill you
with the details of all of these, space limita-
tions demand that | limit my discussion to
one—so I've chosen Vampire Kingdoms,
which is a world book for the Rifts roleplay-
ing game.

Vampire Kingdoms begins (after the
obligatory page-longtirade) with the author’s
admission that the book was late (little sur-
prise there)—but it was late for a good
reason. It is now more complete, with more
comprehensive material than originally
planned. | liked Vampire Kingdoms and
would have to say that the additional mate-
rial was well worth the wait.

THE VAMPIRE RISES

The first aspect of the book that surprised
me was how much information is devoted
justtothe vampire creature. To quote: “(W)e
have taken the classic undead vampire of
myth and examined him under a micro-
scope. We have considered the many as-
pects of his nature and have speculated on
how vampire might function in a society;
something no other RPG has ever done.”
While the last half of the previous sentence
is untrue (Vampire from White Wolf is all
about vampires in society), Vampire King-
doms does contain complete rules for han-
dling vampires in virtually every conceiv-
able manner in a Rifts—or about any other
Palladium game—campaign.

Vampire Kingdoms pries open the pro-
verbial coffin and focuses a microscope on
the vampire—detailing the three different
types of vampire, revealing the creature’s
powers and abilities, explaining how to play

 Reviewby

 Eric W. Haddock

76  Challenge 54

a vampire as a player character, describing
the vampires’ social structure in the world of
Rifts, and listing examples of vampire clans.
Most exhaustive are rules for vampiresin
combat. Specific rules are given for killing
vampires, and their vulnerabilities and what
they can do to humans are also described.
Rules for humans fighting vampires include
several new weapons, like Anti-Vampire
Rail Gun Rounds, water weapons (every-
thing from plastic squirt guns to ceramic
water shotguns), 20 or so Techno-Wizard
devices, bow weapons, and more.

THE REAL WORLD

After you know everything there is to
know aboutthe vampire, the latter half of the
book moves on to Central America and the
vampire societies there—some of the vam-
pire kingdoms make adventuring in the
Central American wilderness much easier
on the referee. Several cities in Central
America are detailed for the referee, along
with adventure ideas for each in the form of
city gangs, prevailing social trends in the

city, and even master villains and heros for

the characters to interact with.

The city of Ciudad Juarez is particularly
well explained (although the map for it is
awful). Juarez is detailed with everything
anyone would wantto know about it,andthe
book even includes many specific shops
and statistics for some of the shop owners.

The next section deals with Doc Reid and
his vampire hunters, a group of NPCs sure
to give a referee ideas on how to further his
campaign. Each of the NPCsis given exten-
sive descriptions and statistics, enough to
clearly define them as living characters in
the Rifts world.

After the vampire hunters, a section de-
tails the various travelling shows that enter-
tain people all around Central America, and
gives a complete example. Rules are given
for constructing shows to fit into existing
campaigns. Travelling showinthe Riftsgame
add color to campaigns, and serve as a
convenient avenue for referees to give PCs
contacts, information, hints, allies and en-
emies.

The book concludes with a section of
ideas for adventuring in the Yucatan penin-
sula. Here are shorter descriptions of vari-
ous regions, some new monsters, assorted
guidelines for travelling in the Yucatan wil-
derness, and general environs.

APPEARANCE
This book is much like the Rifts Source-
book Oneinthat the same artist once again
is on nearly every page, and only two out-of-

house artists were brought into work on this
product.

However, thetwo artists, Timothy Truman
and Michael Gustovich, were given more to
do than in Rifts Sourcebook One, with full
pageillustrationsin additionto smallerworks
throughout the book. This shows that Palla-
dium is finally making strides (if little ones)
toward artistic diversity in their Rifts line.

The few maps are well drawn, except for
the Juarez city map, which looks like it was
done five minutes before press time.

EVALUATION

Although when | was running Rifts nei-
ther | nor my players had an overwhelming
desire to gointo Mexico and invade vampire
country, | have to say that this product
makes me want to start up a campaign just
so we could all go down south.

Difference: This book in some ways is a
direct contrast to the Rifts Sourcebook One
inthat it contains a great deal of information
usable by every player of Rifts. There really
is something for everyone—even material
for adventuring without concentrating on
vampires. Vampire Kingdoms allows for ref-
erees to balance their campaigns exactly
the way they want to, allowing for just the
preferred amount of vampire influence. In
your campaign, you can reserve the vam-
pire creature to the master villain role or
instead have vampires ascommon ashouse
flies—both environments are presented.

Rules: Vampire Kingdoms is a major
rules supplement for the Rifts game. The
rules for vampire powers and combat notes
are also therefore applicable to the many
other Palladium games, so no matter who
you are or what Palladium game you play,
there is something here for you to use in
some way or another.

The only slightly disappointing aspect of
the vampire rules was that nothing really
new was shed about the vampire mythos
that isn’t already part of the popular myth or
that wasn't already outlined in Palladium’s
horror game Beyond the Supernatural.
Things are explained better, and references
foundin Beyondthe Supernaturalarefleshed
out, and a third type of vampire was added,
butthe vampires in Riftsaren’t really unique
compared to the vampires of other games.
There are some differences, but you defi-
nitely know a vampire when you see one in
Rifts. This doesn’t detract from the fun of
having vampires in your Rifts campaign, as
they can potentially be as horrific in Rifts as
in other games.

Ideas: For adventuring in Central
America, the word that sums up the presen-



tation is “complete.” Months of realtime can
be spent going through the adventure ideas
given,.

Although there aren’t any complete ad-
ventures with set, linear encounters and
the like, this is more than made up for with
the multitude of scenario possibilities of-
fered.

The disadvantage is that the referee will

still have to devote time to creating the
night’s adventure, probably nearly as much
time as he would without the book. This may
not please referees or beginning players
who are looking for complete adventures
they can read and play the same night. But
the referee has hundreds of adventure ideas
to draw on, which should lead to some
interesting gaming sessions.

95mm SCIENCE FICTION

Vampire Kingdoms stands outamongthe
other Palladium products in content. It is, on
the whole, a definite improvement over the
Rifts Sourcebook One in diversity, wealth
and usefulness of material. For $14.95, it's
a very good buy—essential for the referee
who looks to the vampire mythos to deliver
horror to his campaign regardless of loca-
tion. Q
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Waterford Publishing House Ltd.
Box 3742, Main Post Office
Vancouver, B.C., Canada V6B 371

Phone: (604) 253-4293

"in 2188,

you are the
last best hope
for mankind...”
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Classified Ads

Challenge accepts all gaming-
related classified ads, subject to
the amountof space available and
good taste. Challenge does re-
serve the right to refuse any ad.

Challenge will not be held li-
able for errors occurring in adver-
tisements. If you find an error in
your ad, please send a corrected
version to Challenge.

Classified ads are free, and run
for at least one issue, longer as
space permits. Any reasonable
length is accepted, butall ads are
subjectto editing. Pleasetype ads.

Display Ads
Write to receive our rate card.

HISTORY OF THE IMPERIUM
WORKING GROUP (HIWG) is a

Traveller club spanning from
Australiato Finland, activein Trav-
eller development. Members re-
ceive the bimonthly Tiffany Star
newsletter. Write to Ed Edwards,
1410 E. Boyd, Norman, OK
73071. (54)

WRITER would like to contact
players and designers for history
of the hobby. Older players, sec-
ond-generation gamers and
women are of particular interest.
Write to J. Cambias, 18 George-
town Ct., Durham, NC 27705. (54)

SHADOWRUN PLAYERS want-
edin Tempe/Scottsdale, AZ area.
Please contact Peter Wimmer at
2646 Champlain Ave., Tempe,
AZ 85281. (54)

COMBINED ARMS/COMMAND
DECISION group looking for Uni-
versity of Florida, SFCC and any
others interested in an extended

miniatures cam-

weathering for more realism.

No. 352

$6.25 o
U.S. M1 Abrams ™.
w/105mm gun

No. 282
$3.25
M151 A2 Jeep 455

With IHC’s ROCO Minitanks,
Half the Battle’s Won!

You can’t beat the realism you can achieve when
you use ROCO Minitanks in your military scene.
Modeledin 1:87 scale, they are complete and ready
to use as is, or if you wish, simply add some

paign. Contact Har-
old Medicus, PO Box
936, Micanopy, FL
32667. (54)

BATTLETECH
‘MechWarrior: Re-
ports of our death
have been greatly
exaggerated!Samos’
Swordsmen, formerly
the Federated-Com-
monwealth 472nd
RCT, is seeking any
new sibko which is
ready for a Trial of
Position. Those who
survive the training
course will be invited
to participate in our
Cerberus Campaign
in the Outworlds Alli-

78

$4.50
¢ Honest John
ocket w/Launcher

$5.00
Leopard 2 Battle Tank

Send $3.98 for 64-page Color Catalog & Price List.

Send certified check, MO, MC, or Visa (supply card no.,
exp. date & signature) for prompt service.

International
Hobby
Corp.

Dept. 1-CHL

350 E. Tioga St.
Phila., PA 19134 USA
(215) 426-2873
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ance. Are you Star
Commander mate-
rial? Seylal Anyone
interested in a long-
running, experienced
roleplaying campaign
should contact
Swordsmen Recruit-
ingCommand, c/o
Khan Gunther Bel-
lows, Route 2, Box
157, Micanopy, FL
32667. (54)

| AM STARTING a
Rifts PBM. For infor-

Challenge Classifieds, Box 1646, Bloomington, IL 61702-1646 USA

mation and special custom char-
acter sheet, contact Matthew
Johnson, 625 W. Malvern Ave.,
Fullerton, CA 92632. (54)

STATE COORDINATORS and
local representatives wanted for
the the Committee for the Ad-
vancement of Role-Playing
Games. Please send SASE to
CAR-PGalnternational HQ, Attn:
W. A. Flatt, Chair, 8032 Locust
Ave., Miller, IN 46403. (54)

NEW TO THE AREA. Desire to
play orreferee any GDW or Shad-
owrun campaign. Also play war-
games. Contact D. Coleman
Rape Jr., 611 Coleman St.,
Stephenville, TX 76401. (53)

OLDTRAVELLER PLAYERS in
the New Brunswick, NJ area. If
you are interested, write to Marc
Grossman, 21 Manor Ct., Build-
ing 2, New Brunswick, NJ 08901.
(53)

JOIN THE National Association
for the Advancement of Role-
Playing (NAARP), the world's first
independent, nonprofit gamer
network! Receive an annual
membership directory, startorjoin
an official NAARP club, partici-
pate in and organize official
NAARP tournaments for charity.
Get news about events affecting
the hobby worldwide and in your
neighborhood, and learn how to
teach your nongaming friends to
learn the intricacies of advanced
gaming systems. Write to
NAARP, PO Box 2752, Chapel
Hill, NC 27515. (52)

HIWG (Australia and New Zeal-
and) is looking for MegaTravel-
ler players and referees down
under who are interested in dis-
cussing the future of the Impe-
rium and contributing to its devel-
opment. For information write to
David Schneider, 5 East Ave.,
Allenby Gardens, South Austra-
fia 5009. (52)

SPIRITED GAMERS WANTED.
Players of Star Wars, Merc: 2000,
and most other SF games in San
Antonio, TX area. Contact Clint
Williamson, 11845 West Ave. #
411, San Antonio, TX 78216-
2536. (51)

THE GAMESMITHS want you—
players, gamemasters and game
designers to join our club. We
exist to play and enjoy all aspects
of roleplaying games. lfyou live in
oraroundthe Richmond, VA, area,
please write to Eddie Burns, 510
Buckingham Court, Hopewell, VA
23860. (51)

BATTLETECH/Star Cruiser play-
ers in the Visalia/Fresno area.
Will exchange designs or play by
mail. Write to Patrick Drew, 40583
Road 80, Dinuba, CA 93618. (51)

SPACE: 1889 enthusiasts—I
wouldlike to correspondwith any-
one wishing to exchange ideas,
adventures and variant rules.
Submissions for a Space: 1889
newsletter would also be wel-
comed. Write to Stephen A.
Connor, 534 Caroline St., Wind-
sor, Ontario, CANADA N9A 6A8.
(51)

BATTLETECH play-by-mailers:
Since the disbandment of the
472nd Swordsmen, Captain Equi-
nox and his '"Mech company are
looking for employment. Anyone
with an established PBM please
contact Jim Domarad, 3730 S.
Mill, Greenbriar Apt. J104, Tempe,
AZ 85282-4906. (51)

TRAVELLER collection, books,
supplements, adventures, etc.
Also, Azhanti High Lightning.
Forlist, send SASE to Paul Sand-
ers, 612 S. Patton Ct., Denver,
CO 80219. (53)

MEGATRAVELLER material on
disk. This IBM-format material
currently is about 10 megabytes
in size (about half is pkzipped). It
ranges from library data to ve-
hicle designs to sector maps to
articles to software/spreadsheets.
Send SASE forlistto Bryan Borich,
3890 50th St., San Diego, CA
92105-3005. (53)

QUT-OF-PRINT TRAVELLER
items. Also old copies of Dragon,
ADQ, White Dwarf, efc., plus old
games and modules. Forlist, con-
tact Mark Minch, 110 Edwin Ave.
SE, Massillon, OH 44646. (52)




SOURCEBOOKS and supple-
ments for Twilight: 2000. Also
Challenge magazines (issues 25
to present). For use with Mega-
Traveller/Traveller. Dragon
magazine issue 59 (March '82)—
features subclass of scout pro-
fession, “Skitterbugging and the
Exonidas Spaceport,” over 21
pages of information. Write to
Darren Skomoroh, 44 Walden
Crescent, Winnipeg, Manitoba,
R2C ON4, CANADA. No SASE
necessary. (52)

CHANGE OF PACE MegaTrav-
elleradventure, “The Bus to Sum-
mer Camp,” on IBM 3.5 or 5.25-
inch disks, various formats.
Hardcopy. Contact G. T. More
Associates, 29 Broad St., North
Attleboro, MA 02760. (51)

MEGATRAVELLER Gamers’
Exchange—Share starships, ve-
hicles, maps, worlds and adven-
ture scenarios with other Mega-
Traveller gamers. Over60 mega-
bytes of information. Send SASE
(use IRC for non-Canadian ad-
dresses) to Rob Prior, 262
Dunforest, Willowdale, Ontario,
M2N 4J9 CANADA. (53)

DRAGON 13 for one unopened
pack of AD & D trading cards. Or
| can make a better offer for more
packs. Contact Eddie Burns, 510
Buckingham Ct., Hopewell, VA
23860. (53)

LOOKING FOR THE GAME (or
supplement)which features Larry
Niven's Ringworld. | can remem-
ber seeing the cover in 1985. If
you know where | can find it—or,
better yet, have a copy—please
contact me. Benjamin J. Rogers,
902 Fulton Ave., Hannival, MO
63401. (54)

JOURNAL of the Travellers Aid
Society 1and 4, High Passage 1.
Photocopies are fine. Send de-
tails to Mark Clark, 598 Thomp-
son Station Road, Newark, DE
19711-7520. (53)

VIDEOTAPES of British TV se-
ries Star Cops. VHS or Beta for-
mats acceptable. Rob Prior, 262
Dunforest, Willowdale, Ontario,
CANADA M2N 4J9. (53)

PHOTOCOPIES in good condi-
tion of various articles in Chal-
lenge 27-31,33, 34, 40-44, Write
for list to OB Vollant APA, 266
577 840, GD “A" Block, FO
Halifax, Halifax, Nova Scotia,

CANADA B3K 2XO. (53)

PHOTOCOPY of an early White
Dwarf article giving statistics for
the Blood Guard of Stephen
Donaldson’s Chronicles of Tho-
mas Covenant series. | will pay a
reasonable price or exchange ar-
ticles. Please respond to Rick
Taylor, 218 S. Booker, Little Rock,
AR 72204. (53)

ATLAS OF THE IMPERIUM and
76 Patrons. If you can help, write
to Marc Grossman, 21 Manor Ct.,
Building 2, New Brunswick, NJ
08901. (53)

ALL TWILIGHT: 2000 articles
from the following issues of Chal-
lenge: 25, 26, 27, 30, 31 and 36.
Am willing to pay all copy and
postage costs. Contact Donald K.
Doll, 830 S. Wenonah Ave., Oak
Park, IL. 60304-1036. (52)

ORIGINALS/PHOTOCOPIES of
Stardate or Stardrive magazine.
Price negotiable. Also need
FASA's Triangle supplement.
ContactCary Layton, PO Box 416,
Cape Girardeau, MO 63701. (52)

IDEAS for computer programs to
aid in playing and refereeing Me-
gaTraveiler game system. Pro-
grams will be PC compatible.
Other game systems will be con-
sidered. Also want any available
PC-compatible MegaTraveller
programs (buy or trade). Pro-
grams will eventually be for sale,
but the person who had the inspi-
ration will receive a free copy of
the completed program and credit
in the documentation. Write to
Russell Wetherington, 2611
Forbes St., Jacksonville, FL
32204. (52)

ANY ROBOTECH RPGs, prefer-
ably book one, Macross, but any
willdo. Contact Matt Schafer, 1796
Barker St. NE, Palm Bay, FL
32907. (52)

SECURITY LEAK magazine,
Third Imperium. Originals or pho-
tocopies. Richard Artis, 151 G
Meadow Place, Hope, IN 47246.
(62)

ORIGINAL TRAVELLER mate-
rial. Need rule books (#4 and up),
supplements (#12+), Adventures
(#9+), Challenge (#26, 29-35, 37-
47), Traveller's Digest {any),
Grand Survey (or Robots, Action
Aboard, Rescue on Galatea, Fate
of the Sky Raiders, The Harreusa
Project. Photocopies okay. Send
list, prices, conditions to Ken
Bartold, 26939 Sheahan,
Dearborn Heights, M 48127.(52)

CHALLENGE 31, 32 (only 2300

AD material). Will pay decentprice
for photocopy or original. Write to
Patrick Drew, 40583 Road 80,
Dinuba, CA 93618. (51)

PARTICIPANTS for a Shadow-
run, Cyberpunk, etc. fanzine.
Please write to Niko Wieleba, 400
Paula Ave. #2268, Glendale, CA
91201. (51)

FANZINES -

TRANSACTIONS of the Royal
Martian Geographical Societyis
a quarterly fanzine devoted to
roleplaying in the Victorian age.
We focus primarily on the Space:
1889 game system, but also in-
clude material for Cthulhu by
Gaslight, Boot Hill and other
games set in the late 19th cen-
tury. We invite both submissions
(send SASE for guidelines) and
subscriptions. For more infor-
mation, you can write to Mark
Clark, 598 Thompson Station
Road, Newark, DE 18711-7520.
(53)

SS&V (Starships, Starports & Ve-
hicles)is afanzine thatcovers the
areas listed for MegaTraveller. It
includes one article, with the rest
devoted to designs. AR (Alien
Realms)is aquarterly fanzine cov-
ering aliens in MegaTraveller.
Currently, two issues are avail-
able. For more information, you
can write to Bryan Borich, 3890
50th St., San Diego, CA 92105-
3005. (83)

IWISH TOESTABLISH afanzine
dedicated to Warhammerfantasy
roleplaying enthusiasts. Inter-
ested parties should reply to Rick
Taylor, ¢/o Der Chroniken
Kaiserlich, 916 S. Booker, Little
Rock, AR 72204. (53)

ABA PROCEEDINGS. Exclu-
sively MegaTravellerfanzine cov-
ering Vland Domain

letter/forum for experienced play-
ers. EQ./vehicle design, open fo-
rum, scenarios, question and an-
swer, army calculation
worksheets, unit stat cards and
more. Write to Inquisitor, PO Box
144885, Santa Rosa, CA 95402-
6485. (52)

SPINWARD TIMES—a new fan-
zine dealing with the merchant
and economics in MegaTravel-
ler. Alsoincluded are adventures,
medical data, news and equip-
ment. For additional information,
write to Spinward Times, clo AG
Games, 823 Ponsard St.,
Brossard, Quebec, CANADA J4W
1W1. (51)

SIGNAL-GK—New, exclusive
MegaTraveller fanzine. Adven-
ture in Dagudasuaag sector!
Each issue will detail a subsec-
tor, a particular race and plan-
ets. At least two adventures in
each issue. Signal-GK—A call
for help; a call to adventure. Rec-
ognized by HIWG. For addi-
tional information, those inter-
ested can write to Jay Campbell,
The Sanctuary, 45 Fairfield,
Hebden Bridge, West Yorks, UK
4X7 64D. (51)

JUMPSPACE—Anewf{anzineex-
clusively for MegaTraveller. In-
cludes adventures, equipment,
news, players' tips, fiction, and
much more. For additional de-
tails, write to Jumpspace, c/o AG
Games, 823 Ponsard St.,
Brossard, Quebec, CANADA J4W
1W1. (51)

WE'RE LOOKING for writers in-
terested in having articles re-
viewed for publication in a new
RPG 'zine. Other specificinquir-
ies are welcome. Send articles
or SASE for additional informa-
tion to Barry Osser, Editor, PO
Box 6208, Eureka, CA 95502-
6208. (50)

and all areas core-
ward and spinward.
Each issue includes
1+starship of TL14~
(no TL15). Issues 12
and 13 were 10 and
12 pages. For more
information, contact
Clayton R. Bush, PO
Box 119, Limon, CO
80828. Send letter-
sized SASE for listof
available HIWG
documents. Starship
spreadsheets avail-

able in WK1 (IBM) We Be Crystals
e R. R. 2, 606 Pershing St.
' Donnellson, IA 52625

NQUISITOR—War-
hammer 40K news-

EarthHeart

“Enchanted” quartzite Earth-
Heart stones bring life to any
fantasy or sci-fi campaign. For
sizes and prices, send SASE to:

Stones
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The feedback resulis and contest winner for Challenge
52 will appear in the next issue.
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Next Issue

Don't miss Challenge 535, available in December.

TwicaT: 2000

Meet Jumpy Jehosophat, a messenger, an enemy, a source of
information or, most often, the agent of patrons who choose to
remain unnamed. Plus new vehicles for Twilight.

MEGATRAVELLER
"Going Places (Barely)”: Starflight and spaceflight at TL9. Plus

“Contact: Answerin™: Discover a unique minor human race.

Dark CONSPIRACY
“The Thing on the Bike Path”; People are disappearing off the

University of Maine bike trail. Dare you solve the mystery?

2300 AD

“Motorcycles™ Futuristic vehicles can overshadow the more
mundane automobile or motorcycle. But sometimes the more
common vehicles are more practical—and easier to get ahold of.

SpACE: 1889

“Imprisoned in Noachis” | had warned Phipps about offending
the natives, but he seemed convinced that their rules did not apply
to Englishmen. He didn’t look so smug as we knelt before the prince,
with soldiers holding naked swords against the backs of our necks.

AND MoORE!
Plus Shadowrun, Cyberpunk, Star Trek, Buck Rogers, BattleTech,

Dark Space, Warhammer and much more!l

Checlk It Out!!
GDW’s

CONSPIRACY

promotional video
will be premiering at
your local game store
soon!!
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Available ffbr‘n B. Dalton, Waldeynblooks,f and other fine hobby stores.

Look for Crucible of Pain in September and Creatures of Aysle in October!

®,™ and © 1991 West End Games. All Rights Reserved.






